rtJE ONLY 



nzi 



FOR... 



A1200 



■ r-\ 



THE 



STUFF! 



ax3 



rJ ~C iX- H J 



JJ. 



I 



December 1994 £3.95 (DM 20: Lire 12.000) 



,TM" 



ANOTHER 

as 

fXCLUSlVK 



J_ 



oi 



s ; 




1 



ii£ nil 



EXCLUSIVE DEAAO AND HUGE POSTER INSIDE! 





I7TT71 



BEAU JOLLY 
COLLECTION 



CANNON FODDER 
SETTLERS. 
CHAOS ENGINE 
AND 12 





THEME PARK 

23.99 

IMFOKTANT - PHASE 10ft 
= will not work on 4500 
4600 or 4 1200 
N0Ha«a nor *ork on 41200 
1 MB a require* » 4(1 of 1441 
• zNFWIfem 



A -TRAIN 

12.99 



ARCADE POOL 

CD32 11.99 am 7.99 



A 1200 GAMES 



AlADON* MM 

BAHSHIE «.« 

BOO- BiOWS II » 

BRUlAl FOOTBALL DELUXE '& *B 

CAPTIVE . - JBEHARQN 

CIVILISATION AGA ISM 

HTHOII ■ 

OREAMWSB* . MM 

'IELOI O' Qtonv - M 

WWM JMB 

HBHWLL1 MM 0< ASGARD 21» 

isharz legons of Chaos IBM 

^aiaESpoNuS QF-fRATON 5'ARFiSH BJI 
jAMES POND COLLECTION 

IJAMES POND I A It ■ '3» 

.UNSlE STRIKE • »■« 

hick off 3 . . 'S 4 * 1 
not king • f> *• 

ON TK BALL (HARD DRIVE ONLYi 

. .1— i-iii- M 
WORUlCUPCfXTIOH »« 

PGA EUROPEAN TOM* 'BAB 

"ifMlER MANAGERS' .. . MM 

RISC Of IK ROBOTS K * 

RIOERCUP _ " »"* 

SiABHE "CAM W 

5*1 oty 2000 ■ «» 
HMNIXaWUfWI 23 » 

won the sorcerer 2 ■ a » 

STAR TREK 2*TH ANNIVERSARY 
.hARDDRivE ONLY! ...JUf 

SUPER STARDUST . -6M 

THEME 'ARK — .-.-.JQBB 

UFO - ENEMY UNKNOWN J3M 



AMIGA GAMES 



tO" OuB FUU SELFCllON C AMIGA 
GAMES PLEASE ASK FOR A FREE 
1 6 PAGE COLOUR CATALOGUE 
MMM - eOMTMCm Mi (i wot -.ttJB 

AID TANK TOLLER I' MEQ>* I'M 
ALIENS . 
AMNIOS 
ACID' A 

APOCALYPSE (l MtGi 
apc»«iWiii meqi 
armour oegoon 3 (1 megi 

award winners gold 
i sensible soccer elite 
whites snooker 2o0li i 



C-HMBiCNS—P UA'U^" COLLECTION 

update disk. -'MEGl *3M 
CHMjeiOrt"* W"DI" n *u* ti MEGl i7« 
chaos f NORTE 1 ' M 

CrVILfSATiONIi MEO) .. ItM 

CLUB FOOTBALL "« AGE" |l UECIMM 

COMBAT Alt) PATROL HBB 

CCW6AT CLASSICS 2 

iSilENT SERVICE 2 'W 5TEALTM 

FIGMtBR OA&rC 6LAN0KI MEG) 

corruption iu scrolls! 

CRASH DUMMIES K MEO) «•» 

CMI (OR A CORPSE 1MB 

CLTRSE C* [K»AMiA . i MEGl <IN 

ODAY(F*TOBStONSi|1MEG) 2- M 

DAWN PATROL II MBB)* 
Df'RC«T<1Mfai 

dogfight <1 meg) ,~- 

oune 11 megi 

dunei battle 'orarratu5 i 'meg 
dungeon master 2 11 meg. 

elite j — i- 

elite 2 IPDUNIWU P "BBJ 

EMIGRE SOCCER. 1 MEG' 
EyE OF TK B£*Ol[i(R iSSii 1 1 MEG) '2 

e*e of ik beholder * h megi 

fi.DCAMRKiiiMEGi 

FII7A STEALTH FIGHTER 2 Oil MEG 

'IEUDS 0* GLORV ,1 MEGl 

fMA INTERNA tlONAl lOCCER (' MfGl 

fORWAAlORANORRK lS» 

qoal , mm 

G(U-AM GOOC* WORJ) CLASS CRICKET ■ 
TEST MA'CH SPECIAL il MEGI IBM 
GRAHAM GOOCH DATA 1IW 

GUNSHP 2000 l< MEG) I'X 
KART OF CHINA 1 1 MtG'« '!« 

HE IMS All J ■ BANE OF ASQATOil MEGl 2» « 



BEAU JOLLY COLL. 

25.99 



ON 'K BALL 

if AGK EDlIICM II MEOl H « 

WORLD CUP EC"TiON . I MEG> HUB 

OVBMMiVE 11 »Oi 

!■«'«.- 1 wSGi ■ .»BI 

POAEURO»EANIOUR|iMEO)- H« 

PlMBALL DOJPt.F PACK 1 1 MEGl 

rtBWU D«EAMS A FANIASlES> f ** 

PWftAiL OREAMSiT MEG' UM 

PCUCECWESHi'MeGl taw 
PCWERDRIVE ii MEGl* 



PREMIER MANAGER 2 

8.99 



PGA GOLF. INDYMO 
ADVANTAGE TENNIS 
A EURO CHAMPS » 

SPORTS MASTERS 

13.99 



FIFA SOCCER 

20.99 



CHAMP MGR COLL 
13.99 



HEIMOALL 2 
CD32 21.99 AM 21* 



NiNfi COMMANDER I (I MEG| '90 

rtONOEROOO 

AORLD CUP USA H 1 1 MEGl 'I ** 

WORLD CUP TEAR B* 

(OOAL. CHAMPIONSHIP MANAGER M . 
OAT A DIS* STRIKER 

SIXMLE SOCCERMI M*0> - »»• 



A1200 VERSION [ AMIGA CD32 CD's 
APPLICATIONS 



WN PCMtlWWER-WWtOAIAOJRNOlJl'lAB 



BDHKBDII MEG' 
IOOLH MEOl 

fCOl 1 II MEGl 



It4l 

109 



•2*9 
<?n 

7i 



ubb 

• N 

"SB 

IDAS 
II 90 

lift 

10*9 
1W 
m*i» 
nn 

*MB 

15 H 
■ *9 

1?IM 



IE» 
UN 

!l» 



i.. 

'0* 



MCGJ KM 



HTTLBBUH— ~ 17 * B 

BEAU JOLLV COMPILATION 
(CANNON FOODE" SIITlENS 

CHAOS (NOiNI. n>M MEGl ■ 3MB 

BENEATH A STEEL SKV 1 1 MEG) »»B 

BLACK CRTPT I' MEG, . .. .... '3*9 

BOO' HlOWS i t MEGi B B» 

RRUTA1 FOOTBALL '3 W 

BUMP N BORN- '*» 

CAMWUOWn MBfl . **BB 

CAMPAIGN III MEG) 

CANTON FODDER 4 1 MEGl 

CANNON FOOOCR f I ' MB Ol • JB4B 

-HAMBC-lSH> 1 MANAGERUS*nMtGl OH 

C>iAWT>IO , IV B MANAGER 9W 

itNO f* 5>EA5GN DATA 0*Hi' Ml Ol 13 «9 



krooucst; 

I HE lEGAOOFSORAS«.(I MEOl 

HIRED GUNS l» MEG) 
HtSTOBTUNE I9H I*(I MEGl 

HOOK ■ — I.I. 

HUN'lf iNO'J) 

INOIANA JONES FA'( <# ATLANTIS 

AD»'f»TUHE . I MEGl 
iHHAP; LEGiC^SOFCHAOSi'MEGUtAS 
iSHAR 3 1 1 MCO) ton 

JAGUAR ■-»» (I HBO) 

JET STRIKE 

KX'i MADOEKS <U Si FOOTBALL 

JBMUBTBBflipBMI* 

A.R*SiC PARK (I MEGI 

«J40 1 UT DPI A li i ' MEG) 

HOB — 

KICK OFF 1 
KINGMAKER 1 1 MEGl 

..iM>-', iy.-{vt'.iuiii,. 

KINGS CUES' 6< ' MCGl 
K-4IG-TSOF THE BKVn U(G ' 

i^SEAMUAO 

LEGENDS OF VALOUR 1 1 MEG) (NO'3) ' ' « 

LEISURE SO" lARF" i |i M60> 
LEISURE SL«T LAROl 3 (I MEG) 
LEISURE SLI T LARFIV 3 1 1 FJEGl 
IEMMING5 / 
ICUIURC RAC RALL» 

LORDS OF CHAOS 
LUHE OF THE TEMPTRESS 1 1 MEG 

MAN UTO PREMIER LEAGUE 

CHAMPIONS i IMEQ) 

MAN UTD PREMIER LEAGUE 
C-AMPIONS DATA DISK |l Mf O) ■ 



PREMIE 0 MANAGER 2 I 1 MEOl 

"UGOSV 11 MEGl 

RAILROAD '■COON H MEGl iNOPl 

REACH FOR 'K SKIES 

REALMS I ■ MEG) 

RED BARON II MEG) • 

RISC OF THE ROBOTS |t MEG) 

ROAD RASH 

OORkE 5 DRiFT . . 

RL.FF AND TUMBLE l' MEOl 

RUGBV LEAGUE COACH ' • MEGl 
RULES C* ENGAGEMEW ? 

SAP»£ *IAM 

SECOND SAMURAI 1 1 Mf jmNOUi 

SECRET OF MCNKE' BAAMO 1 1 MEGI 

SECRET OF MONKEY ISLAND? I MEG) ' 3 I 

SENBIBL«0OLF(IMEGI- »!' 

SENSIflLE SOCCER 1 *frV3 SEASON) 
BfMBBLE SOCCER - 

INTERNATIONAL lOmONli MEG) 
UNMBlC WORLD OF SOCCIR H MEG)- 

SETTLERS 

ShaDCwORlDS iNOtJl 

SIERRA SOCCER 

WORLD CUP EDITION* |l MEOl 
Silent service i it Hn 

SAM CLASSICS ) *> I H MEGl • 
SIM CITY ClAJfcC SAt LTFE. SH ANTl 

SAAON IK SORCERER i I MEGl 
saaon t-e sccerer i i ■ megi* 

SKID MARKS , i MEG) — 

•kid marks data o.sk |l meg) • 

sleepwalker 

soccer kid 

SPACE ACADEMY i I ME0> ■ 



AMIGA EDUCATIONAL 



I4» 

isn 

IB 99 
399 

W m 



am 

21 99 
1 1 99 
11.99 
I1J9 
■ 09 
li.fl 



2- I 



IS 99 

10 *» 
1BAB 

11 99 
ITt *9 
II (9 
18*9 
)3*» 
I1AB 

I'll 



II .9 
IKS 
• 140 
999 
69* 



SPACE LEGENDS 

(WHO COMMANDER MEGA'RAVELH" 

EUTEIIIMIO) ,. M HJB 

SPACE OVEST A |l MEOl ■ 1«9 
SPECIAL FORCES 1 1 M£0| I0B9 
BPEHJBALLIA*- u ■*• 

SPORTS MASTERS 
I PGA OOIF INOY W0 
ADVANTAGE TENNIS 

EuaOC-AUPiClNS—PSimillMEOI I3.M 



s ,a ULonnr meg> 

IAjrERtJOOS(SKTOMAJIKS • l*IRA 



JO .9 



MASTER AXE 1 1 MEG)* 

MC RO MACHINES 
MONOPOLY 

MORTAL KOMBAT n MEG) 

MR SlOBBy - 

N£ W WORLtl OF LEMMWOS 1 1 MEG) ■ 

NICK FALDOSOOl/ 

ONE STEP BE VOW) ■ I MEGl 



199 

IS 99 

IB 99 

HUB 
»« 

1199 
1999 
1**9 
999 



CARS A TRACKS) U 

SUPREMACY (I MEOl 
SWIV iNOPi 
SVNOCA'EH MEG) 

TJiCOINOPHIMEGi 
'AC'CAL MANAGER 

ENGl'Sh LEAGUE |i MEG) 

'HE BLUE k THE GREY i I MEG) 
THE OREAIEST 
,JIMVY WHITES LURE OF THE 
TEMPTRESS. DUNE1 1» MEG) 

IK LOST TREASURES C -NFOCOM I 

«CLABSCIMKXO"TO T ADVENTJ»U( IBM 

THEME PARK(I MEOl- _„_....-*"■ 

TOP GLAR t(1 " : * IS 99 

UlUMA ti (NOI7I S99 
UNIVERSE H MEGl 
VALHALLA |1 MEGl 

WALKER B M 
WHEN TWO WORLDS WAR 1 1 MfGl 2> *9 



KI49 
*9» 

M 

T.99 

'B« 

f A9 



II ■ 



IDOUTOFIO EARL- ESSENTIALS 
AGES >' CREA'Cfi AN iDEAl 
FOUND A HON FOR CHkOREN TO 

BUILD ON (1MB INSTALLABLE l 'B99 

10 OUT OF 10 ENGLISH 

AOES S- IB. COVERS MAJ^fl AREAS 
OF THf NATIONAL CURRICULUM 

1 1 MB INSTALLABLE I ■**> 

10OUT OF ID - JUNIOR ESSENTIALS 

•OESS " BUILDING FOUNDA-UNS 

FCVi MA'-- »REX<? OF 'HE NA'rJNAI 

CURRICULUM I' MB INSTALLABLE I H99 

10 OUT OF 10 • MATHS NUMBERS 

AGES^-'B NA TONAL CURRICULUM 

|l MB. •NS'allABLEi 1B.H 

AOl GCSE ENGLISH PACK 11**18 YEARS) 

• MB DOUBLE AGE GROUP PACK 

THE PERFECT GCSE REVISION TOOL H90 

AD! OCSE FRENCH PACK If-MI VEAPSl 

* MB DOiAHE AG( GROUP PACK 

THE PERFECT OCSE REVISION IOOL i»» 

AOOCSE MATHS PACK (1*-16 YEARS. 

I MB DOUBLE AQf QPOUP PACK 
TK PERFECT OCSE REVISION TOOL 

FUN SCHOOL J IJNS YRB) _ 

'LP. SO«t J.i "US. 

(UN SCHOOL * liS VRS) 

FUN SCHOOL * (S-T YRSI 

■v>« SCHOOL < (7« T*W 'MB 

FUN SCHOOL SPECIALS 

MERLIN'S MATHS I J II TRSi lit* 
SPELLTNG FAIR '7-11 VFffl) I»BB 

MCROENGLfiK SYnSTOOCSE 

CCfVFORMS TO NATIONAL 

CURF9CULUM il MB) '*» 

MICRO FRENCH MGTNNEFITOGCSE 

CONFORMS TOnCURRICUIUMII MB"i '■■■ 

MICRO GERMAN BEOlNNEP TTJ GCSE 

ANOBUSINtSS LEVEL CONTS0RM8TO 
NA'ONAl CURRICULUM 1 1 MBl 1BBI 

UCRO MATHS IIVHSTOOCSE 
CONFORMS 10 NCURRIQAUM 0 MB) 1S99 

MCRO SCIENCE ■VRSTOQCSE 
COVCRMS'ONOjRPXLI.UM IIMB) IB99 

MICRO SPANISH BEGINNER TO OCSE 

CONFORMS TO N-CURRCULUM "MB). IBM 

MEG* MATHS<» LEVEL COlAHF-III MB> .11.99 

NODDY 9 BC ADVENTURE SfOUf. 
TO TK POPULAR NOOOY'S PLAYTIME 
SERIES (1 MB NBTALLABlIS 1BJB 

MOODY'S PLAYTIME SUPERB NOOOY 
THt MED EDUCATIONAL ADVENTURE 
SUITS AGES )• (1MB INSTALLABLE! 1S.99 



DIlU"E PAINT I AGA ENHANCED 
VflRSIONPOR AIJtMANO A4000 PAINT 
(MO AM MATE M UP 'O 30.000 COLOURS 
FROM 16 ' MILLION 1 J MB E • ' I RNAl 

DISK OR HARD DHtVE REOLPREOl M.99 

VISTA PRO IUTEJ CREATE SPECTACULAR 
VIRTUAL WORLDS rt"H THIS POWERFUL 
SCENER" CREATOR AND ANIMATOR 
SPECIAL LITE VERSION TO RUN ON A'.XO 
OP AMCC i> MB DRIVE REOUlREOl 44JTJ 

BRILLIANCE VI AOA LATEST VERSION 
Of THIS PtliMif R PROFESSIONAL ART 
FACKAOe- 



AMIGA APPLICATIONS 



AMOS CRAFT 

EiTENSiON TO AMOS >iiW*G OVER 163 
NEW COMMANDS AND If^ RuC^-ON B 

RE0URES AMOS OR AMOS PRCFESSCNAL 

■ 1MB INSTALLABLE I ' 1 

AMOS ■ PROFESSIONAL MORE 
POWERFUL AND PROFESSK-NAL 
M*MM OF BES' III I m GAMES 

CREATOR MORE COMMANDS MORE 

FiE«iBILir> AND MTTER USER 

MI ERF AC E [• MB INSTALLABLE) »» 

AMOS PROFESSIONAL COMPILER 

COMPILES ANO SPEEDS UPPROuRAMS 
WRITTEN IN AMOS EASY AMOS OR 

AMOS P^'ESSlONAL 

(1 MB, INSTALLABLE I K" 
DELUIEPAMT1 A VfRV POWERFUL 
ART ANO ANIMATION PACKAGE WnW 

E TENSIVE FEATURES ABES' SELLER 

ANOA I0PAWARD iVNNEP MANY FCNT 
AND PRINTING QP'-ONS *NO SAMPLE 
KNIAATON AND AH' INCLUDED 
i' MB NSTALLABlEl WJB 



A1200 WOROWORTH DEALS 

WOROWORTH VJ AGA WORO PUBLISHER 
HEW LOW PRICE 1 1 MB H'ERriAL 

DIS" OR HARD DRIVE REQUIRED I W 99 

WOROWORIH V3« AGA WORD PUBLISHER 
'H( LATiSI AND GREATEST YlRSiLCi 

OF TOP OUAU'V WORD POBHSKH 

PACKAGE ,?M6 E'TERNAiCKSK 

OR HARD DRIVE REQUIRED I M9B 



DIRECTORY OPUS * COMPLETE 
DIRECTOR' ANO F(,j ORGANISING 
SYStM INVALUABLE FOR HARD DRIVE 

USERS ,1 MB INSTALLABLE! * . H B» 

PftAL WRITER (RELEASE 1) 

E'CEuINT WORD PUBLISHING 5ys'EL1 

WITH OVER 100 TYPEFACES EASY TO 
USE l J MB DRIVE REQUtREDl • 99 9* 

HANNA BARBARA ANIMATION 
WORKSHOP FOR CARTOONS ETC 19.99 

HOME ACCOUNT! TK ORKllNAl 
VERSION OF THIS MONE » MANAGER 
INSTALLABLE) 9JB 
KMOWOROS1 «VVL' FEATURED WQRO 
PUBLISHER 1 1 MB INSTALLABLE! USB 

MB OFFICE INTEGRATED WORD 
PROCESSOR SPREAOSKE' DATABASE 
ARDDBJKUTVBi II MS flSTAuABlf. MM 

MONO MATTERS ;HOMt *CCO-"**> B 
LA'EST VERSION O* 'K ElCELLEMT 
MONEY' PACKAGE FRQM DOHA 
i* MR INSTALLABLE . M M 

PC TASK GOOD VALUE SIMPLE PC 
EMULATOR ALLOWING «SM PC 

APPLicATioNS'oae used on -our 

AMIGA PLfASE NOTE '-A' "HIS IS NO' 

UTAHJ 'OR windows OH h*W end 

AJ>P>_CATOHS REOUIRESMS OOS 3 3 

OR ABOVE (1 MB INSTALLABLE! MM 
PEN PAL EASY TO USE WORD 

PROCESSOR tl MB NS'AiLABLE » M 

PUBLISHER I PAGE LAYOUT PACKAGE I. 

iNOI? 1 MB EBTERNAl CkSK 

QR HARD DRIVE REOLARED) I'M 



AUEN BREED TOWER ASSAULT* 
ALEN BREEC' SE A QWAk 
ARCADE POOL 

BANSHEE - — J 

OENtAT" A STEEL SKY 
BRUTAL FOOTBALL 

BUBBA N 5H« 

cannon 'oooeb • 

captive i ■ ltbf ration 

ch*os engine 

uoenera'on 

disposable kro 

dreamweb • 

EUTI I — ■ 

Fi£lD5 OF GLORY * 

liL/ARDAN • 

OUNSHBiJOOO . . 1 

HCTMQALL I - —- • 

iMPOSS-OU MISSION 

JAIfb f-OND J |}MJH1BJH S>»R*iSH 

JUNG^E STRIKE • 
KJA0 lU T OPlA 'NAG A I 
KICK OFF 3 

LOpWBJB 

UTIlOIVL -,-.«* 

lOius TRmOO* ilotus 1 . r. » 
MAN UTO PREMIER LEAGUE CHAMPS 

MASTER AXE • 

UEGARACC ' 

MCRCCOSM 

MORPH 

MRRLCBBt • 

nk:kfalooscqlf — 

FMMi FANTASIES ..... . 

PinAlE S GOLD . .. 
PLANET FOOTBALL 
POWERORJ Vt • 

f RO*C X S>E * FIT C>V41£NGe 

RISE OF 'K ROBOTS _..■._.-„ 

5ABRE *EAM 

SEDJNO SAMURAI 

Sf'*SiBLE SOCCER INTL EOrflON 

SIMON 'ME SORCERER 

SLEEPWALKER 

TKJPCRFROa 

T«< .... 

TOP GEAR 3 • 
TRIVIAL PURSUIT 
UFO ENEMY UNKNOWN 

ULTIMATE BOD. BLOWS 
[BOO" BLCW5 1 BCD- B.0WS gala:tc 

UNIVERSE 
VITAL LA3HT ■ 

WEMOlE- INTERNA' ONAL SOCCE" 
WORLD CUP GOLF ■ 

ZOOli -„.m.._ 



DIGITAL VIDEO CD 



DMil'AL VIDEO CD B FOR COKOR i 
FITTED WITH FMV ADAPTOR 

SEE CATALOGUE FOR FULL SCLE 
BON JOVI i KEEP IK FAITH 
DAVID BOWIE 'HE VIDEO 

COLLECTION (RATED 1S)« 

FATAL ATTRACTION I RATED H) 

G—OST (RATED IS) 

INDECENT PROPOSAL (RA'EO 'S> 
QUEEN ■ GREATtST FLU ( A 9 
STAR TREK VI (RATED PO) 

TOP GUN (RATED PG) 

NAYNES WORLD (RATED 111 



FREE PRINTER LEAD 

WITH ALL PRINTERS 

CITIZEN ABC ~ 
PRINTER WITH 
COLOUR KIT 157.99 

74 PIN. 60 COLUMN 
IBaOPS«4ia5LOT 
DRAFT FONT COMPLETE 
WITH FREE EA5VSTAHT 
SOFTWARE 
? VEAN WARRANT* 
FREE WATC" WOflTH OS » 
rofl*L*rrcppfR>oo 

CANON BJ-2O0 BUBBLE JET PRINTER 

80 COLUMN 54BCPS I TYPEFACES 3 
PR NT ins MODES ' YEAR WAHMANT' 



I 



PBtBE WAICH 0»FI 
LIMITED PER tOI 



7».B9 




CANON BJ10-SX 
BUBBLE JET 
PRINTER 18599 

6A NOZZLE SO COLUMN 

1 1 olo cps iLoo OFurr 

FONT 1 VEAfi WARRANTY 
FREE PmUTC LEAD 



CmiEN SWIFT 90C COLOUR PRINTER 

BPlN BCCOLIIWN JAOCPSSANlQ SNlO 

FONTS. 3 YEAf> WARRANTY. 

FFUU PRINTER LEAD 'M** 

CITIZEN SWIFT J0OC COLOUR PRINTER 

34 PIN 60 COLUMN 216CST7NLQ. 6LQ ' 
DRAFT FONT. AUTO SET FACILITV.2 YEAR 
WARRANTY FREE PRTNTER LEAD 

CITIZEN SWIFT, 
240C COLOUR 
PRtNTER.219.99l 

34P1N BO COLUMN 
^CCPSBCXQ W-O 1 DRAFT \ 
FONT AUTO SET FACILITY. 

LCD CCNTROl PANEL 
! YEAR WARRANTY 

FREE PfllN'ER LEAD I 





EPSON LQ-lOa PRINTER 

;* pin B0 COLUMN 7*0 CPS'77 LO. 
B FONTS <1 SCALE ABLE) QUIET S0DB 
NOISE LEVEL. EASY TO USE CONTROL 
PANEL. FREE PRINTER LEAD 
I 'EAR WARRANTY Md 

EPSON LO-1S0 PRINTEJI. 

J* PIN FjoCOLUMN. 2I6CPS-T9LO 
6 FONTS (6 SCALE ABLE I QUIET *6 SDQ 
W>SE LEVEL. EASY TO USE CONTROL 
PANEL FREE PRINTER LEAO 
1 YEAR WARRANTY 



PANASONIC 
KXP2135 COLOUR 
PRINTER 1B5.99 

2* PIN. « COLUMN, 
fOOCPS«4 10 ' FONTS 
II SCALE ABLE I 
FREE PRINTER LEAD 

WITH FREE WORDWORtH WORD 
PROCESSOR WHILST STOCKS LAST 

ACCESSORIES 

CANON NIC AD BATTERY PACK FOR 

BJ IOEa OR ED-IDS* PRINTER 39 98 

CITIZEN PRINTER DRIVER KIT FOR AMIOA 
SUITS ALL WORKBENCH VERSIONS FROM 
■ 3 TO 3 0 ENHANCES PRINT OUALITV 
FROM CITIZEN SWIFT PRINTERS 
GIVES OUTSTANDING RESULTS H«B 

CITIZEN TRACTOR FEED KIT FOR CITIZEN ABC 
PRINTER EASY 10 FIT Kl' WHICH ALLOWS 
CONTINUOUS PAPER TO BE USED 39 99 



FOR OUR COMPLETE RANGE 

OF PRINTERS. LEADS. 
RIBBONS AND ACCESSORIES 
PLEASE REFER TO OUR 
FREE CATALOGUE 



BOOKS 



A. ■RAN OF' OA. STRATEGY GUIDE 

AMG* i?irt) (ll&OER GUIDE *LL '0UNEE0 TO "NOW ONAiIOOl 
AAM.A UOil INSIDER GUiTJE ■«€«! STEPS 

•nr.* * in > ..■iti-ftf nch s INSIDER GUCE . ^ 

IMOA t i'-LVlU I R iA BEGiNNH*f, IV. ■ Tii -C PhJ,lliL».T« ■ 
AWUDOS Rf TERENCE GUIDE l*TH EDITION! 

AM OA GAMES HNIS '»>S CKA'S AM) AOVINTURF ElJiyW 

23 IN ACTION (A GUtOE TO 'USING AMOS Mm EAAMPlES) 

CIVILISATION GUCE BOOK BY SO MElERS 
CORISH COMPUTER GAMES GUIDE 

(HINTS TIPS ANO POKES FOR OVER 000 COMPUTER GAMES) 

BTOIANA JONES ANO FATE OF ATLANTIS HINT BOO" 

WAunMROUQH BOLL/TON (TEAM WIS ANO FISTS PATHS) 

MASTERING AMIGA AMOS 

lADVANCEO GUIDE TO THE AMOS .'RO-iRAMMNU LANGUAGE) 

MASTfVN.-, AIAGA BEGINNERS 

MAS'fP.Nu*MKlAC 

MAS-E-NG AMGA PRNTEnS 

MASTEMWU AMKiADOS J TUtOrW 

(GUIDE 10 OeT"NO "« MOST FROM AMlOADOS 1) 

SCCRETSOFFRONTl(RiEUTE I) .. . 



I7M 
•2¥t 

■ < •> 
1799 

■ 199 
1909 

BOB 
MB 
"99 



ie 

IBM 

• 499 
'fiM 

DM 



MEGADRIVE GAMES 

CHAOS ENGINE MM 

EA SPOR'S SOCCIR (FIFA1 MM 

EARTHWORM JH> 
UON KING • 
MORI A. KOMBAT 1 • 

PET. SAMPRAS TENTHS 

PGA EUROPEAN TOJR 
ROAD RASH/ 

STREETS OF RAGE 3 

1 CC JAM A (ARL 2 
URBAN STH1KE 

RAO NO 49 M 

GAME GEAR GAMES 

CC4.IAANS 9M 
FIFA SOCCER 
Ml ;ro MACHINES 
NEA JAM . . 
PPlNCf OF PERSIA 
SONIC 'HE KOGEhOG 

SOMCI 

STAR WARS 

• - new ITM 



4?» 
MM 

un 

»M 
1999 
30 99 
M99 
JS 99 



99 

»M 

BM 

19 M 

1199 
24.49 



GAMEBOY GAMES 

CASTLEVANWt »«M 

DON»E- kONG 94 (60)* IBM 

MONSTER MA' . 73 M 

PPIBAH DREAMS "M 

SUPER MARIO vAND 2 WW 

SUPI R MARK) LAND J WW 

TfTRlSXSGl 19 M 

world cup USA w ;sn 

ZELDA. UNAS AWAKENING IBM 

SUPEH NES GAMES 

CCNHEY "QNG CO.JNTRY ■ *B 99 
FIFA SOCCER »M 

SiMCrr. .. - IBIB 

PGA TO-*' GOLF . . I'M 

Super metroo ** so 

STUNT RACER F»* . 4I» 

STARWTNQ '9M 

MEGA M»N> »M 

MORTAL "OMBAT2* *«M 

ROCK AliD ROLL RAC-N0 M »* 

DESERT FIGHTER AO M 

ALL OFnCIAL UK VERSION* 




AMIGA CD32 

CD BASED CONSOLE WTTHAI2H) 
UBITPOWEP 2tO CCO COLOURS FROM 

A PALlETTE OF 16 ' MILLION 
2MB RAM FAST MMPUBBOJO 
PROCESSOR PlAYSAUDOCOIVIAON 
SCREEN 0<3PLA I AND DIG 1 TAL VIDEO 
CO» WITH OPT ONAL FMV ADAPTOR 

AMIGA CD-3Z CHmCAL ZONE PACK 

WtTM MICROCOSM CANNON FOODER UBCRATlON PROJECT ■ 

ULTIMATE BODY BLOWS. OSCAR. DIGGERS AND ONE PAD 
AMIGA CO-32 SPECTACULAR VOYAGE PACK 

WITH MICROCOSM CMAClS ENGP4F WIND COMMANDER 

OSCAR. DIGGERS DANGEROUS STREETS AND ONE CONTROlMD_ 

- VERY SPECIAL DEAL - 

ADO A PLUS THREE PACK FOR CDJ2 

lONLY WHEN YOU BUY A COW 0" SUPER AMGA CO) 

CONTAINS ONE CONTROL PAD ELITE 2 AND 
TRIVIAL PURSUIT CO* JUST ADO 29 M 




FMV MODULE NEW SIOCX5 EXPECTED "I 'HE NEW YEAR 
SX1 EXPAMSBQTl FOR tOTiiJOARO ETC ■ PLEASE ASK 

COMMOOORE 
CONTROL PAD FOR CO M 
13B9 

DYNAMICS CONTROL PAD 

FOR CD-33 
1MB 

0UICKSH0T SOUNDMATE* 
STEREO SPEAKERS PAIR) FOR 
AMOA CO 12 D" "IRSONAi S'E-«0 
VOLUME AND BALANCE BASS AND 
TREBLE BOOST. *W.4W MUSC 

SCREEN4MAT 3 STEREO 
SPEAKERS iPA"i I OR AMIGA C032 

OR PERSONAL. 5 TIRED 
DM 

5CRE1NBEAI MA IN 5 ADAPTOR 

FI>' SCRf FNBf AT SPEAKtRB 

ME OLA LIFE CD FILE DRAWER l» CAPAO 

Hl*l AUDIO LEAO AMIGAC032.ST TO ST 



2Q 





OOP® 



*V SAVE 
£11 




SPECIAL RESERVE 
HEAVY discounts 

HUGE range 
FREE - 16 page colour catalogue - just phone 

0279 600204 



wpHi%yp 



SETTLERS 

16.99 



SPACE LEGENDS 

11.99 



SPEEDBALLCOLL. 

9.99 




SUPER AMIGA CD 
SIT- 1 BUNDLE 

ALL THE POWER AND 

if ■iniLt'» C* «- amiga 

i J01 COMEJINEO WITH THE 

COMPRISES 



plus HCMKOM CANwihfooofFi liberation 

•WOJECT X ULTIMATE BODY BLOWS OSCAR AMD DIGGERS 

• 'JOES hOt INCLUDE MOUSE MAT C MONi'oR) 

UPORAOEABLE 6* AOOING 

• EITRA4MEGABOES OF RAM FOR Si I <II9V>) 
• INTERNAL J 5" HARD DRIVE |A1J0Q VCHSCll 

• FULL MO TON VIDEO IS'D COI 1 FMV CARTi 
SUPER AMIGA CO SX-1 BUNDLE 2/0 460.00 

SUPER AMIGA CO SX-1 BUNDLE 2/S4 

WITH INTERNAL 64 MB HARO DRIVE 598.00 

TO ADO IRE AlAlGACOli PLUS PACK JUST ADD .-MM 



ALL AMIGA A1200 s INCLUDE 

LOUSE HulT IN TV MGOU+JVC^i 
J M6 RAM EXPANDABLE 10 10 MBFAST 14 MHj 66030 
PHtXESSORNtW A OA ORAPMCS ChiP SET 
<M 000 SCRE £N COLOURS FROM 16 7 ULUOh 

CHANNEL ?TERf O ■JMIIIllBUlLT IN F.OPPV DISK DRIVE 

BUILT if. INTERNAL h»PD C*>ivE INTERFACE "Of > 
AND i YEAR if* HOME SERVICE warranty 

I AMIGA A 1200 2/0 
COMBAT INNOVATIONS 350 00 

WITH WORD WORTH 1 0 AO* 
DESKTOP PUBLISHER PERSONAL 
PAW! IV AGA PRINT MANAGER DA* 
| BV DA*. TOTAL CARNAGE BRIAN 
C VO'I ANO TOOL J 




AMIGA A600 I/O WILD. 
WEIRD AND WICKED 
PLUS LEMMINGS 3 230.00 

WITH LEMMINGS 3 DELUXE PAiNT 1 
1 ORANOPm* RJSh OVERS PUTTY 



• VERY SPECIAL DEALS* 




' MOMS OF OUR *EP* SPECIAL PLUS 
VHEN WOU PURCHASE AN AMIGA 

PLUS FOUR PACK A1200 

ELITE S. BATMAN RETURNS 
kttMMSl » OVILiSAIION AGA 
JUST ADD 19.99 




F.1 GRAND PRIX 

15.99 

SWIFT TP300 JO*PAO WITH 
TURBO FiRt A 
AUTOFlHE 
IM 
COMPETITION 



CLEAR B- 



UFO - A 1200 

23.99 



I 



roar r"— -._ 



WORLD CUP YEAR 94 

20.99 




II 99 



CHEETAH BUO 

wcROswncHto 
WITH auTOFIRE 
1399 

scorpion plus a 
with Turbo fire 
1D.M 

OUICKSHOT 
DW 
MAVERiCK I 
WITH 
AUTOFIRE 
11.99 





PLUS CHAOS PACK A1200 

CHAOS ENGINE NK>. FALDO GOLF. 
PlNBALL PANT A3* A SYNDICATE 
JUST ADD 15.99 




FReewMf ei 

S'EERINO 
WHEEL 

lOiOiTAL) SUITS 
MOST DRIV1NO 

21 99 

SAlTEK MEGAGRIP J WITH 
AUTOFIRE 
II 99 
SUPER PRO ZIP 
STICK MCR05WITCHECJ WITH 
AuTO*«E 
11.99 

LOGIC 3 I 
JO VP AD 
•tCCS-VC-IO I 
TURBO A 
AUTOFlHE 
13-991 
ouickjov jet 
fighter 

M»CROSWiTCME. 
AUTOFIRE 
1199 

SU« STICK 
JOYSTICK 
8 99 I 

KONIA SPEEDKlNG ANALOGUE 
JOvSTK> FOR AMIGA. 
ENABLES PROPORTIONAL 
CONTROL ON SUITABLE 
50FTWARE AUTOFIRE 
Ml 



PLUS CHAOS PACK A600 

CHAOS ENGINE. NICK FALDO GOLF 
PINBALL FANTASY A SYNOlCATE 
JUST ADO 10.99 



TRAPDOOR MEMORY EXPANSION 

AMIGA RAM NO CLOCK FOR *»o OR ASOJ- .1999 

V.'« AMlQA RAM • CLCC«v «C« A500 OR A500. »99 
I MB A50Q <\A15 RAM ueGMADt i CLOCK «* 99 

I MB A&OO RAM Uf-l"»Df •« CLOCK • »* 

i uaaboo RAM UPOjRADE* CLOCK ..... MM 

• UH RAM SOAP 0 »OR Al?» WITH CLOCK 17999 
AMB-'PURAM'OBAIMO FAS* 3SMNI FLOATING 
POIN* MAINS » GRAPHICS ACtflf RATION i'tffi 
LEADS 
ANTISURGE* WAY 
MULPPIUO EXTENSION 



i TttQ 5CART 
300.ET 

ARF 



........ 

FOR AMIGA OR ST 
WORKS IN CONJUNCTION 
WTTHJOVSTOt 1*99 





OVERDRIVE V.3 HIGH SPIED HARO 
DRIVES FOR A120O AND A600 



THE FASTEST DRIVE EVER REVIEWED 8* CUT 
3 IF OUALITV I0E HARD DRiVE AVERAGE ACCESS 
TIME UMS STYLED TO MATCH AMlGA EAS* 
INSTALLATION • PLUGS WTO PCMCIA SlOT AO 
TOOLS AND 1 YEAR WARRANTY (NOW FOR AfluO TOOi 



□MEPORUVE « 3 WO MB EXTERNAL HARO DRIVE TOR AMIGA AUCH Of A600 199 99 
MtCAVE V 3 410 MS EXTERNAL HARO DRIVE FOR AAllOA AIJO) OR A6O0 339 99 

INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 

HAROORIVES HIQH SPEED S' ORIVE It MS ACCESS TIME (APPROXi 
• *EAR WARRANTY KM COMPLETE AND EASY TO FTT DRIVES FULLY PREPARED 
NOTE THAT OPENING YOUR AMIGA MA* INVALIDATE THE WARRANT* 

MTERNAL DRIVES FOR AMIGA A1K0 INTERNAL DRIVES FOR AMIGA AflOO 

i.al—; 12/99 ',4 MB .VIT" J?- CACHE 1/7 99 

K MB WITH MK CACHE 149 99 DO MR iVITHfiAK CACHE 149.99 

UB9JB WIIH 6AK CACHE 199 99 ISO MS WVT» t>*K CACHE 19999 




L 



COMBAT INNOVATIONS SOFTWARE PACK FOR A1J00 49 99 

03NTAlNSi90l ? BRIAN THE UO»J TOTAL CARNAGE 
WORDWOHTH 2 AGA WORD PUBLISHER PERSONAL PA<NT * 
AND DA* B* DA* PERSONAL ORGANISER 
DYNAMITE SOFTWARE PACK FOR AlJOO 54 99 

CONTAINS YiORDWORTm; 0 AGA WORD "UE».lSHER 0ELU»E 
PAINT iv AGA (VERSION WHICH DOES NOT REOUiRE EXTRA 
ORlVE- PRIM MANAGER OSCAR AND DENNIS 



Sc *> 
400 DPI HlG 
3MALOY MOUSE 

13 49 





EKilPSE MOt.5E 
MCRQSWlTCHEO 
290 1*1 10.1 
LOGIC 31 
SPEED | 
MOUSE JWiDPI 
. '.' . «.:-MvrL.M£D| 
BUTTONS I 

ni 

ALPHA OPTICAL MOUSE 
FOR AMIGA 3O0OPI " 
MOV MO PARTS WERy 
SMOOTH 
29 99 

E MA' WTHl 

jE BACKING! 

UM 




SPECIAL RESERVE 
BRITISH MADE 
ERROR FREE DISKS 

PACK OF H> SPECMIL 
RESERVE SB'OSDD 
DISKS WiTH lABElS19 99 

PACK OF 10 SPECIAL RESERVE 

3 y DSOO DISKS WITH LABELS A 

FREE PLA5TIC FLIP TOP DISK BOX MM 

DISK BOXES 

disk eoi (i0) 

Plastic Fi>" TOP ?B9 
disk box j 5 (120) 
lockable with 
dividers 9.99 
media life file drawer 
stack able design comes flat packed 
00 capacity 
9* disks „ 19.1 

0 capacity 

OS 151 



HI It ALOO LEAD AMOACDVHT TO STEREO 

|i 5 METRES 2 X PHONO PLUGS TO 2 ■ PHONO "LUGS t 

CAN AlSO BE USED TO CONNECT STEREO VIDEO 

TO HI Fl AND Hi Fl SEPARATES TOGETHER > 99 

JOYSTICK SPUTTER CABLE FOR AMIGA OR ST 
CONNEC*52 JOYSTICKS TO i PORT 799 

ROBOSH* 1 IN 'ERF ACE FOR AMIGA OR ST 

PLUGS MOUSE AND JOYSTICK INTOONE PORT . 1499 

PORT EXTENSION ADAPTOR 'OR AMIGA OR ST 

IP AC* Of TWO) (ICENDS B* 21 CM 799 

ANALOGUE JOYSTICK ADAPTOR FOR AMKiA 

Allows an* tl-NI PC joystick 'O BE usee 

WITH GAMES THAT FEATURE ANHOGUE CCNTROL . . B99 

NULL MODEM CABLE iCONNECTI J COMPUTERS 

■ OH HEAD '0 HEAD PLA<ING ON CERTAIN (iNVES *.Oi 
AS POPULOUS FAiOON KNIGHTS OF 'HE SKY 
FORMILA ' GRAND PFBA AND vROOMi 999 

p*»NTER LEAD iPARALLELi 1 3 METRES . . . 999 

SCAR* LEAD - AMlOACOWTO TV WITH SORT INPUT 
REQUIRES TV WITH MAMJAL 6CART CHAHML 999 
SCART LEAD AMIGA TO TV WITH SCART INPUT 999 

TV LEAD AMIGA CO 32 TO SVH& TV OR VIDEO 9 99 

! WA< SCAR' SPLITTER - ENABLES TWO 5CA1T 

LEADS 'O BE SWITCHED INTO ONE : 

POWER SUPPLY 

2>DEC amiGa POWER SUPPLY iSPECIi 

COOL HUNMMi IRANSFORMtRt 

COMPUTER CARE 

CLLANNG KIT FOR COMPUTERS iVJITH VACUUMr 1999 
DUST COVER FOR 90 COLUMN PRINTER iCLEARi .. ..S99 

DUST COYER FOR A1KK) iCLEAR PVC> . . .949 

DUST COvER FOR AnO iCLEAR PVC) S49 

DUST COVER FOR AS00 OH ATARI 5T iCLS AR PvCl S 49 

DUST COVER FOR MON'TOR CLEAR PVCl 099 

V-^jif ■OJlt -A<«J.*LAC( *0^*CRS -0l°VOl*E. 

CONTROL CENTRES 

DELUXE WORK CENTRES PLEASE PHONE 

PREMCR UNI- CENTRE FOR AMIGA STRONG 

UNIVERSAL STAND FOR COMPUTER MONITOR 

STAND ANO SHELF FOR EXTERNAL PERIPHERALS 3999 

PREMIER UNI- CEN-RE pljjS (EXTRA WiDEi 44 99 

DIGITISE RS. SAMPLERS A SCANNERS 

TECHHOSOUND 'URBO 2 SOUND SAMPLER 
REAL 'A4E SPECIAL EFFECTS WC**LS WITH AN* 
MNOA t MB RAM REOUIRE D 2999 
VK> AMIGA IJ ADA COMPATIBLE CAPTURES 

COLOUR IMAGES 'ROM VIDEO OR CAMCOROER 

COMPATIBLE WI*H **XE 2 DElUXE PAfJT i 

ANO MOST ART PACKAGES 9999 
viOEOMASTEP »OR A5O0 0* AJ00* VIDEO 

DIO-tiSER AND AUDIO SAMPLER <1 MB, 4Mt 

2>OEC HANDY SCANNER FOR AN* 

AMIGA 1 00-400 DPI HOH QUALITY 
"ESOLUTON 94 SKAJLATED 
GOf .SCALES INCLUOE5 
DAATASCAN PRO SOFTWARE 9999 

EXTERNAL DISK DRIVE 

fc'TERNAi 3 V 015" DRIVE FOR AN« 
AMIGA SONYCITiXENMECHANIBU. 
•MK FORMA TTEO QUIET HOH 

CXJAUTY SLIM LME COLOUR 

MATCHED METAL CASE 

AND lONO REACH CABLE 49 99 




OVERDRIVE CD ROM 
FORA1200 189.99 

E»TE<*1AL CD ROM DRIVE COMPLETE WITH 

INTERFACE iPLUOS WTO PCMCIA PORTi RUNS 

MOS'E'lSTlMaCO 12 SOFTWARE PHOTO-CO 

CO AUDIO AND CD >G DISCS DOUBLE SPEED 

MULll SESSrjN L»«VE UNH WITH MOTOWSED 

TRAY LOADING EXTERNAL POWER 5UPPL* 
iriCLIjOED AMlliA AND CD AUDIO ZMt BE Mi 'ED 




HUGE range ol haidwnn' tottwaio. boohi. pfrrlpittrahl Mf6 l»nti foi 
PC. CD Ro*n. Amiga. CD32. Sogn Nintendo. Atari. Apple Sony. Philips 
and 3DO. AM oHIclal UK produrta, all al HEAVILY discounted prlcea 
Ore*' by post, or by phone or come (o one ot the Special Reserve 

OPfHrDomlolamCLUB SHOPS 7 DATS A WEEK 

43 Broomttek) Rd CHELMSFORD neai trie Dus suilon 
The Mailings SAWMIDGE WORTH i^at me nam station 

Over 200,000 people hove joined Special Reserve 



GAME GEAI ♦ CASE * SONIC 4 4 GAMES 


89.99 


MEGADRIVE WITH SIX GAMES .. 

MEGA CD WITH TOMCAT ALLET AND 6 GAMES .., 
MULTIMEGA WITH TOMCAT ALLEY AND 8 GAMES 


.82.00 

...TM.W 
...289.99 


SUPER NES ♦ MARIO ALL STARS ... , 


..82.00 


GAMEB0Y * CASE ♦ WARIO * KIRBY ... 


...62.99 






PANASONIC 300 ♦ TOTAL ECLIPSE .... 


.385.99 



[ W f ONL * SUP P 1~y"m E M BE R S BUT "y O U~Ca"n "b R D£r"» S VOUJOIn"! 

Members receive our 46-page Colour CluO Maouine I> ■moninty 
I Each Issue reviews 9 selection from our ealensive range and mdudes 
I at least £30 wortri ot coupons for aotMional savings on lop products 
Members are under no obligation to ouy aJTyWng 

MEMBERSHIP FEES UK~ IC WORLD 

SIX MONTHS mUl 4.00 4 00 7.00 

ONE TEAR 7.00 9.00 U.00 

oai tui HN atamt sn tuuci or nt \nuu iiuiyi **um urn im or u (ovoki 

Credit Cord Soles 0279 600204 10am to 8pm Daily 



All pnoH InduOS VAT and 2-3 wonting day carnage to UK mainland 
Software ana peripherals »•'" °" post hardware by Wntte Arrow 
Alow one or two days tor processing and despaicn of slock Hems 
An QnMr conhrmabon ttoipalcn advlce'VAT receipt Will losow 
HarOnare Hems (battery v mains, are only skcpiied to the UK mainland 
Overseas orders nusi be paid by credii card I re hardware vM oversea!) 
Overseea surcharge B 00 per soriwaie nem c* ?5S on omer rtems 

iblock capitals omhi YITLE 
Name S Aadreea 3 



I 

I 

I Pnone No . 



Postcode 



wtuDKW b CO BOM 



Macn>ne 




l Enter membership number (it applicable) ot 
NEW MEMBERSHIP PEE (ANNUAL UK 7.00) 



tern 



SCART TV'S AND MONITORS (free scart lead) 

SONY KVMI4O0 14 ' FST COLOUR 

SCART TV'MGXTOR WITH REMOTE CONTROL 
•0 CHANNEL TUNING REAR SCART INPUT 
HEADPHONE SOCKET TAO POSITION lILt BLACK 
TRINITRON SCREEN LOOP AERIAL FREE SCART LEAD 

SOWY KVMI40O(0REY> 194 99 

SONY KVMI4O0 (WHITE) 194 99 

SONY KVMI40IBL FA5TEJT 34499 



SHARP 14 

SCART iM 



17499 



COLOUR 

NI'ORWITM REMOTE CONTROL 
CliAMiEl TUrvNO REAR SCART INPUT. ON 
REE** DiyLAY ON O'F TIMER FREE SCART LEAD 

FREE SCART LEAD enem si.ti -w coo i 




I Pious" uw "us Lv" m aJO any opftonal tai 



I ALL PRICES INCLUDE UK POSTAGE 
l Cnequ&P O 'Access'MaslorcaiavSwiicrvVisa 

i 



L-ypmighl nardwaie 

it A VAT E 
tcfvVisa L_ 



SWITCH 
OSSUE NO. 




MICROVITEC 1438 
MULTI-SYNC MONITOR 

>DRAMICvAAIJ0aA4CO0ORPC WITH 
STEREO SPEAKERS ANO AMIGA ADAPTOR 
034 DOT PITCH RESOLUTION I*, PIN 0Q8 

oin >-..'. suns *, . amiga a a* ino all 

PC SCREEN MOOES TO SVGA 

I YEAR WARRANTY . . . 304 99 



I CREDIT CARD 

'EXPiRYOATi SIGNATURE 
iCrwques payable lo: SPECIAL RESERVE at 

! P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a crecM card order on 0279 726842 

I imunn>MjraiaiiBiti|Wfii!iKiUn P«u|nnuaiitinlii>«ixn'n 
f .-Tjr-'y KM — «• f>» i-Ji v -i-'q. !<■*■ mvl jiitd MMMI -cllcnWi S*Vl - Sw/ik u" 
■ w-wMro FKfoBCC««CTA'TlMEOr GONOtOPRfSS HI0S-I4OE 
flu Wuib ir. 1 >i Hv '— «Ami-^« S-.frrt^win- Htm -MJ1 »PQ 



W( HArt WHAT II TA»I ' 

Ml I UM H A A I PC 



DIY PC 



price*, wci unf 

VAI AMU I AIUIA-- 



PHILIPS CM8833 MKII 215.99 

•4- COLOUR MONITOR WITH BUILT-IN STEREC 
SPEAKERS (HEOuiRES LEAD) 



MC^JTOW .tAU 
MON'TOR LEAD 
MON'TOR LEAD 
MON'TOR LEAD 
MC.1ORLEA0 

MOMTORLlAO 

MI>lT'_>«.IALi 
MON'TOR vEAD 



JDO IOCA4SS93MKII 

COB '0 CM993J MWi 

AMIGA TOCMaftllMKii 

jaguar locuaauMKii 

ATARI ST TO CM99I3MKII 

AADRrvE t TO C* Wall MKll 

MTJfVVEl 'OOMMO-1 MKII 
5NES TO CMKB1' MKB 




486DX2 66 4/0 TOWER BASE UNIT 679.99 

* MICROSOFT DOS 6.2 ANO WINDOWS 3.11 ...09.99 

SVGA COLOUR MONITORS FROM 119.99 

KEYBOARDS - 103 Mf FROM 22.99 

CD ROM DRIVES FROM 109.99 

INTERNAL IDE HARD DRIVES FROM 119.99 

4 MB RAM EXPANSION FOR F< 129.99 

MOUSE FOR PC 290-2900 DPI W>.99 

SOUND CARDS FROM JUST 39.99 



c 
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lion king 
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Reading this on the bog, are you? 








ello. The less obser- 
vant among you 
might not notice a 
change this month; but if 
you grab a copy of the last 
issue of The One, and com- 
pare the photograph on the 
left, you'll see that it's not 
Simon any more. It's anoth- 
er balding, boggle-eyed 
slightly-paunchy gimp with a penchant for using 
the word 'pants'. Er, me. Andy's the name, 
Amiga's the game. You might remember me as 
dep ed. to Mr Byron. Now I'm 'acting' editor, 
which means that I've got to prove to my elders 
(see left) that I can 'cut it with the big boys', or 
something, before I can firmly press my trousers 
into the dark and fluffy recesses of the Editor's 
Chair. And with a Welshman in charge, who 
knows what will happen... But don't worry, The 
One will remain Britain's second least popular (and 
climbing) Amiga games magazine. 

Andy Nuttall, 
acting editor. 



4 CONTENTS 

And, quite probably, 100,000-odd discontented 
readers. Fortunately for us, this is not a democracy. 

6 BOOT SECTOR 

Not a shoe shop, incredibly. The term 'boot' is used 
rather cleverly by us in the context of 'starting up' 
your Amiga. With our excellent coverdisks. 

8 NEWS 

More than one 'new' for you to enjoy here, and 
knowing our luck, quite a few 'olds' as well. 

12 LETTERS 

More than 12 actually. We confidently predict that 
you will have corresponded with us utilising the 
entire alphabet, you amazing brainboxes you! 

16 COMPETITION 

Virgin has given us 10 Simba-tastic 
Lion King goody bags to give away. 
Because they don't want them. 

19 ONE ON ONE 

Is, mathematically, 191. 
Unfortunately this fantastic fact 
doesn't stop Matt asking the amaz- 
ing John Twiddy some pretty damn- 
fool questions. 



26 WiPS 

)ust joking. There are four Work in Progrii for you 
to chew on this month, but they're big, juicy and 
done to a turn, so that when you stick your fork in 
them, lots of blood streams out and mixes with the 
gravy. Yuml 

39 REVIEWS 

Er, quite close, but in all verisimilitude, 12 is nearer 
the mark. Twelve eh? Written out like T-W-E-L-V-E 
it looks like a lot more, doesn't it. Also, I am 
reminded that there were 12 Apostles and they 
were all pretty good, weren't they. So, er, The 
Twelve Reviews. They're apost-tasty? 

70 UPDATES 

Again, this is a bit misleading, as there are in fact , 
four Updates. But I have it on the very best authori- 
ty — okay, Matt — that they are 'completely fab'. 
I have my doubts. 

73 REPLAYS 

This is wearing a bit thin. The fact is I haven't got a 
clue how many replays there are, but this young lad 
on work experience had a whale of a time down in 
Amiga Land's bargain basement, so you'll have to 
see what he has to say about them. 

78 KILL ZONE 

This is where the tips are. No one has ever died 
here, except metaphorically that is, desperately try- 
ing to dream-up exciting ways to say 'tips'. Again. 



THE LION KING....26 

Blimey, two childrens' animated classics in con- 
secutive months. After the superbnessness of 
Aladdin, will Virgin be laying claim the platform 
crown again with its latest Mega Drive conver- 
sion? Andy Nuttall walks naked into their den 
and asks. 
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GAMES FEATURED IN THIS ISSUE 





CANNON FODDER 2 



CRYSTAL DRAGON 



MORTAL KOMBAT 2..»32 

Acclaim's er, acclaimed sequel to the best ever beat-'em up (?) is just about 
here. So read the preview, play the cover demo and join in the blood festl 
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86 CLASSIC TIPS 

Not, as you may suppose, a box of 'Dr. Sponge's 
Original' cotton-buds ("... kind on your ossicles, 
tough on unwanted wax") but a brand new series 
featuring some old tips to some old games. 

94 PD ZONE 

This is a much better description. You'll find lots of 
PD games reviewed by Matt on these pages, and 
they will all have appeared in 1994. 

92 COMPETITION 

Win a UFOI With MicroProse. No really! It's big and 
sort of cigar shaped. It glows all orangey at one end 
and smoke pours out and everything, but all you 
can hear is a sort of faint hissing because the 
aliens use some amazingly advanced power 
source to travel between the stars. (Er, no Haz, 
that's me. It is a cigar. I'm smoking a cigar — 
Andy.). 



\ 
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EMBRYO 



FIELDS OF GLORY 



JUNGLE STRIKE 



THE LION KING 



LORDS OF THE REALM 



MIGHTY MAX 



MORTAL KOMBAT 2 



ORTON STRIKES BACK 



PGA EUROPEAN TOUR 



PREMIER MANAGER 3 



SENSIBLE GOLF 



SUPER STARDUST 



UFO ENEMY UNKNOWN 



ZEEWOLF 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



CANNON FODDER 2.... 40 

War. Or indeed, Kampf. Donner und 
blitzen, if those Sensible Sturmbeinfuhrers 
haven't done it again mit the sequel to 
the only game which has done more than 
anything since crazy pop combo 
Kraftwerk to put the FUN back into the 
HUN. Only this time it's with aliens and 
bags of time travel. War!'* Ooh it's a lark. 



96 RECOMMENDED 

Forty of the best games ever. Described, rated 
and then squeezed into tiny, wee designery 
boxettes by Jo-jo. And very nice they look too, 
my dear. 

98 NEXT MONTH 

Who is? Mother Teresa? That old astronomer 
fella who is 'The Gamesmaster'? No it's where 
we try to avoid saying what will be in the mag 
next month. Why, because we don't have the 
foggiest idea that's why! Apparently lots of 
you hate this page. If it's any consolation, so 
do we. 
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OOT SECTOR 




It's Cyborgs versus 
martial arts blokes, as 
two of the naughtiest 
beat-'em-ups meet 
face to face on the 
cover of Britain's 
beefiest Amiga mag. 
Play both of these 
blinding demos and 
discover which is best. 
Matt's paltry salary 
has been used to sol- 
der spikes to our 
metallic mateys, 
and the contents of 
Andy's piggy-bank 
have been sewn 
into the towely 
hem of Bruce Lee's 
gie. We, who are 
about to die, see 
poo-poo. In your 
pants. 



RISE OF THE ROBOTS 

Mirage (Not A500 compatible) 




osh! Bosh! Bocko! Yeah, 
that's right, the biggest, 
hardest robots ever have 
joined together to beat the hell out 
of you, and we've managed to per- 
suade two of them to come on to 
our EXCLUSIVE! coverdisk for your 
august pleasures. 

If I said that ED 209 out of Robo- 
cop papped his pants when he saw 
Rise Of The Robots. I wouldn't be 



INFORMATION: The Elactrocorp Cybernetic Organism model ECO 35-2 
represents the ultimate development in full biped android. The Cyborg's 
chassis engineering and power system has endowed the ECO 35 with 
considerable strength, many times greater than that of the resident 

human CPU's original body. It has been observed that this feature tends 
to greatly Increase the Cyborg's self-confidence and aggression poten- 
tial, making It a formidable combatant, ideally suited to hand-to-hand 
combat. 

STRENGTHS: Agility. Intelligence. 

WEAKNESSES: Human CPU. Can suffer mental fatigue. 



FIRE 
Punch/ 
Kick 



LEFT 
Shuffle 
towards/a 
way from 
opponent 
(away «s 
autoblock) 



UP Jump 





RIGHT 

Shuffle 

towards/a 

way from 

opponent 

(away = 

autoblock) 



DOWN Crouch 




MOVES: 
FIRE: Jab 

f IRE AND UP: Flying kick (also 
towards and away) 
FIRE ANO DOWN Low punch 
FIRE AND AWAY: Kick 
FIRE AND TOWARDS Big punch 
FIRE. DOWN AND TOWAR: Low kick 
DOWN AND AW A* Crouch autoblock 
SPECIAL MOVES: 



Turbo Head Butt 




Shoulder 



INFORMATION: The Military Class Droid (Code 
has been designed specifically for combat and security applications. The 
Exterminator is Electrocorp's generic combat class robot, and has 
become the standard machine in all the planet's military organisations. 
The Exterminator has a titanium alloy skeletal chassis with laminated 
polymer mouldings protecting all important components. Extra armour 
is carried on the thorax to shield the CPU and central power supply. 
STRENGTHS: Speed. Tactical intelligence. Heavy blow force. 
WEAKNESSES: Vulnerable CPU housing. Vulnerable limb joints. 

1 MOVES: 

FIRI Jab 

FIRE AND UP Uppercut 
FIRE AND TOWARDS: High kick 
FIRE AND AWAY: Spin kick 
FIRE. DOWN AND AWAY: Low 
FIRE AND DOWN: Low punch 
DOWN AND AWAY: Crouch autoblock 
SPECIAL MOVES: 




Spin 



Cyber Slash 

Catapult 






BOOT SECTOR 




Mirage (Not A500 compatible) 



A 



lying (well actually I would, but let's 
pretend) so grab yourself a jolly 
chum, get two joysticks, and pre- 
pare for war. 

Obviously, the cinematic anima- 
tions in our demo are neither as 
smooth nor sexy as the CD32 ver- 
sion, but suck on this for a while and 
you'll know why we're getting all 
frothy about next month's review. 

For our EXCLUSIVE! demo (did I 
mention that it was yet another bril- 
liant exclusive from your favourite 
mag?) we've managed to get hold 
of both The Cyborg and The Military 
Droid for a head to head like never 
before. Grrrr! 

The rules are quite simple, just 
make sure that you are victorious in 
two out of the three bouts within 
the set time limit, and YOU ARE A 
WINNER! As well as the many moves 
detailed below, you can also hit at 
varying degrees of power by hold- 
ing down fire before executing each 
move. The power bar at the top of 
the screen next to your energy bar 
shows you just how hard your next 
connecting attack will be, while the 
amount of shrapnel flying across the 
screen gives a more visual duel 

Other than that, just sit back and 
enjoy. Have fun! 



* Some Amiga 500 owners may 
experience problems when run- 
ning the Mit of the Robots 
demo on their machine. Because 
of the qu.tnt.ty of graphics 
which need to be stored in mem- 
ory, an Amiga model with at 
least 1Mb of Chip RAM, such as 
the A50Q-. A600 and A1200 will 
be required to run the demo. The 
One apologises for any inconve- 
nience this may cause. 



LOADING YOUR DI5KS 

1 Growling menacingly, rip 
(quite violently) the mega disks 
from the front cover. 

2. Taking no nonsense from any- 
one who gets in your way, ram 
the disk of your choice right 
where the sun don't shine <ie the 
disk driv*). 

3. follow any on-screen instruc- 
tions, and get ready for the fight 
of your life 

4. Take that! And that! Oof! 
Glu 



mOR 
KOAABJ 

Acclai 
(Requires 1Mb) 





m 



MORTAL KOAABAT 

Acclaim (requires 1Mb) 



Y 



es, The One has done it 
again! After Sens/' World of 
Soccer. Aladdin, Kid Chaos, 
Ruff 'n' Tumble, Putty Squad — and 
lorry-loads more, we now bring you 
the sequel to one of the best beat- 
'em-ups ever: Mortal Komb.it It. 
Exclusively! (Tootle, tootle, parp and 
with an amusingly strangled rasp to 
finish — that's enough blowing 
down our very own, highly polished, 
trumpet chaps — Harry.). 

Set after the end of the original 
Mortal Kombat tournament. In 
which several of the contestants met 
with a bloody end, the sequel 
returns with a new tournament. The 
evil Shao Kahn, the supreme ruler of 
the Outworld, stands waiting for 
you; but before him are 12 warriors 
who you must destroy first. 

Although in the final game you 
will be able to choose any of the 12 
characters to play, in this demo ver- 
sion you play Liu Kang, a young 
fighter with all-round skills. 
Fighting an alter-ego of your- 
self, you can make use of Liu 
Kang's four Special Moves, 
which take practice to perfect 
but they're very effective. 

The idea is to win two out of 
the three bouts with Liu Kang. 
The green bar on the top left 
shows your remaining energy 
— as the green disappears, your 
energy is sapped; and when it 
disappears, you collapse on the 
floor and start to bleed. If you 
win a bout, a tiny Mortal Kom- 
bat logo appears underneath the bar 
to record your victory. 

If your opponent wins two bouts, 
the words 'Finish Him' will appear, 
and he will almost certainly perform 
a Fatality. Each character has at least 
one Fatality move, which finishes off 




UP 

Jump. With fire: Ooof ! 



AWAY 
Retreat. 
With fire: 
Biff! 




TOWAROS 
Advance. 
With fire: 
Bang! 



DOWN 

Crouch. With fire: Bockol 

your enemy with a blood-splatter- 
ing flourish. If you win, you can also 
perform a Fatality move, but we're 
not telling you how to do it. We will 
say, though, that it takes a compli- 
cated selection of joystick manoeu- 
vres; so get fighting and find it out! 



The Small Print Bit. 

1. Whilst we here at The One make every effort to check the coverdisks 
for all known viruses, we can accept no responsibility for damage caused 
by viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to 
the contents of the coverdisks which may occur. 



WHOOPS! 

Oue to the large number of dupli- 
cate disks made, the occasional 
one sits very still, doing very little. 
If you're unlucky enough to get 
one of these, please except our 
humble apologies, but PLEASE 
DON'T SENO THEM TO US! 
Instead, send then to this address 
with a SAE for 28p. 
The One Coverdisk Returns. 
Diskxpress. Unit 7. 
Willow Court, Bourton Industrial 
Park, Bourton-On-The-Water, 
Gloucestershire GL54 2HQ 

Once you've done this, sing a 
happy song and wait until your 
replacement disk arrives. If you 
think that your problems can be 
solved down the phone, (no per 
sonal ones please) call the Diskx- 
press helpline on (0451) 8107B8 
between 10am and 5pm on week- 
days. That's the way I like it >* 
baby, / 
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WHAT IN THE 

WORLD OF AMIGA 



The thumb-twiddling of the 
remaining Commodore 
team has stopped while 
preparations continue for the 
World Of Amiga show in December. 

The event, which takes place at 
Wembley Exhibition Centre from 
December 9-11, will be the first 
Amiga-only show for over two 
years. And according to Com- 
modore the response has been fan- 
tastic. 

David Pleasance, Commodore 
UK's Joint managing director, said; 
"judging by the response from 



David Pleasance... in 'open your 
wallets and say after me,,, help 
yourself mode. 




potential exhibitors and the ticket 
hotline, everyone welcomes the 
show's return." He added that two- 
thirds of the space has been sold. 

Just like its forerunners the 
World Of Amiga will be a 'buying 
show'. Visitors will be able to take 
home software, peripherals and 
add-ons. However no one's quite 
sure if there will be any Amigas 
available by that time. Other attrac- 
tions include Software City for 
games testing, a publishers' plaza 
at which to meet Amiga magazine 
editors, and the ACE Village for all 
the latest developments in multi- 
media and music. 

To top it all Kiss FM will be broad- 
casting live its unique range of hits 
by contemporary beat combos. 

Tickets cost £6 for adults, £4 for 
under 14s and £15 for a family of 
four. There's a hotline on 01369 
771 1 - callers qualify to win a TV or 
tickets to see a favourite band at 
Wembley. 

* Commodore latest.. .Following 
last month's No News shocker, The 
One can exclusively reveal a Still No 
News sequel. The creditors are still 
making their minds up about who 
to give control of Commodore to. 
The Maidenhead team are still hop- 
ing it will be them. And David Plea- 
sance (left) has gone on holiday. 



CD3 

IN CRITIC 
CONDITK 
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In the void left by ^.^ij 
Commodore, it has 
been up to so-called 
"third parties" to put 

products on the shelves. 

Step forward Silica, and its new 
CD32 pack Critical Zone. 

The bundle continues the trend 
for Amiga packs which are filled 
to the brim with software. Criti- 
cal Zone features seven titles, 
including the stonking Cannon 
Fodder and Project X. There's also 
the game which The One 
described as the best ever for 
CD32, namely landscape's Liber- 
ation, and Team 17's fearsome 
beat-em-up Ultimate Body Blows. 
The bundle is completed by those 
three faithful standbys Micro- 
cosm, Oscar and Diggers. 

The pack is launched at a good 
time for Silica. As well as being 
upgradeable to full motion video 
the CD32 can now also be housed 
with an SX-1 module, which 
enables it to emulate an A1200 
with keyboard and peripherals. 

Ken Browning. Silica's sales 
controller, said: "Because the 
CD32 can now be upgraded, we 
expect to sell many Critical Zone 



CD32 . critical condition? 



packs to customers who are inter- 
ested in programming and produc- 
tivity in the future — a future that 
other consoles just can't offer." 

Silica has just launched Critical 
Zone under the brand name 
Amitek. It is available from all the 
company's stores, and via mail 
order priced £249. 





eceiving a game for 
review is a joy at the best 
of times, but receiving the 
forthcoming football extravagan- 
za Sensible World of Soccer was 
an indescribable experience. Suf- 
fice to say, though, a lot of pant- 
wetting went on. 

However, the version we 
received had a couple of, we 
think, crucial elements missing. If 
a player gets red carded, for 
instance, he doesn't yet receive a 
suspension; while the injuries and 
much-vaunted 'physio' character 
have yet to be included. Jon Hare 
of Sensible promises that they will 
be in place for the 5th December 
release, but after a few days' 
extensive playtesting we decided 
to put the review back for a 
month. 

So, you'll find the definitive 
review in The One's January issue, 
released on the 22nd December. 




YOUR CHANCE 
TO BE STATO 

Amiga footy fans beware — get three points for a goal, two for 

a floppy version of Fanta- an assist and, if they are defenders, 

sy Football League will be four for a clean sheet (or deducted 

released at the end of November to points for goals conceded). It's hell! 

ruin your Saturdays. No longer can But here's a tip. Don't buy Arsenal 

you sit back and hope that your defenders. It'll only make you want 

team won and Arsenal lost. Those the bores of Highbury to win games 

were the days. Playing Fantasy without letting in goals. That's 

Football Manager means looking against human nature, 

out for the performances of a crew Fantasy Football Manager costs 

of your 11 chosen players. Players £29.99 and is published by Anco. 



NEWS 



MORE IN 
FROM VI 



Vulcan Software 
expects role play- 
ers to be trem- 
bling in their hauberks at 
the prospect of Valhalla: 
Before The War. After 
five months in develop- 
ment, this prequel to Val- 
halla And The Lord Of 
Infinity is set to arrive in 
January. It comes on six floppy 
disks, and will feature a 1.000 
word vocabulary and four "mas- 
sive" levels. 

Vulcan had originally pegged 
the game as a two-level budget 
item, but changed its mind when 
it realised how well the project 
was coming along. As for the 
story, well it's vintage adventure 
codswallop. The hatred between 
The Lord Of Infinity and his broth- 
er Garamond The King of Valhal- 
la (why not call him Colin?) is still 
boiling over. Needless to say you 
stoke the fires and murder a lot 
of people — but it's unclear exact- 
ly how many, if any. other char- 
acters will be in the game. 




A POUND OF 
SHAREWARE 

PLEASE 

Cornflakes. Butter. Half a 
pound of mushrooms. 
Some cheddar. A large 
white sliced. Shareware. Could 
these be the contents of the 
shopping basket of the future? 

It could if Wholesale Public 
Domain gets its way. And soon- 
er than you might think too. 
WPD is a long-standing share- 
ware distributor in the UK — it 
claims to sell over half a million 
disks in nationwide every year. 
Now it's all set for a winter push 
which includes putting its prod- 
ucts on supermarket shelves. 

WPD's games and productivi- 
ty software comes on the Amiga 
and other formats. The compa- 
ny handles product from com- 
panies like Epic Mega Games, 
Apogee, Software Creations and 
best of all Id, the makers of 
Doom (but not on the Amiga, of 
course. Or is it?). WPD boss 
David Rush said: "You can buy 
shareware in supermarkets in 
the US and there's no reason 
why that shouldn't happen 
here." 



SSI SAYS YES TO 

MINDSCAPE 

Big name games developers are being passed around these days 
like fags behind the bike sheds. The latest manoeuvrings led to 
US role-playing games and simulations specialist SSI being 
bought by Mindscape for £11.5 million. 

The deal takes forthcoming titles like Dark Sun and Panzer General 
away from former UK distributor EA. Mindscape has also snapped up 
the French developer Atreid Concept in the same week. These certainly 
are eventful days for the Sussex-based publisher, which only got its old 
name back in October having been given the less-than-snappy handle 
'The Software Toolworks' for a year or so. 
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US Gold's parent company 
CentreGotd has snapped 
up Core Design — but the 
top UK development house is still 
looking towards Commodore itself 
to decide where to go next on the 
Amiga front. 

The Derby-based company cost 
CentreGold over £5 million. It has 
a confirmed place in the Amiga hall 
of fame having produced hits like 
Heimdall II, Darkstone and Ban- 
shee. However. Core says it is wait- 
ing to see how things turn out in 
Maidenhead before it adds to this 



glorious roster. 

Core's Richard Barclay said: 
"People usually buy software if 
they've bought a machine within 
the last year. If Commodore can 
sort its problems out we'll look 
again at our own plans." 

The injection of cash from Cen- 
treGold certainly gives Core the 
scope to do some interesting 
things. For now let's look forward 
to the current Amiga line-up Skele- 
ton Krew. at the end of November, 
next year's Dragonstone, and 
another as-yet-untitled adventure. 



2 1ST CENTURY 

GETS ITS 

TILTS OUT 

Here at The One we're 
proud of our abilities in 
the wrist department, 
which is why we're positively 
quaking at the news that Pinball 
Illusions will be arriving any day. 

This will be the third install- 
ment in the superb Pinball series 
from 21st Century, so it has a lot 
to live up to. The first two games 
Pinball Dreams and Pinball Fan- 
tasies have sold nearly one million 
copies on Amiga and PC platforms 
worldwide 

21st Century says Illusions will 
feature new tables including 
Extreme Sports (with obligatory 
bungee jumps). Law 'n' Justice 
(with cyborg cops) and — for the 
gentlemen — Babewatch. You can 
imagine. Among the new features 
is a thorny three-ball play. 

The A1200 version should be 
out now (November 22) and the 
CD32 version follows on Decem- 
ber S. Both are priced £29.99. 



TARZAN TO GIVE 

VERDICT ON GAMES MARKET 

You might not see too many Heseltine, and his colleagues at the 

of them in the arcades, but Department of Trade and Industry, 

government civil servants It's up to Tarzan to decide whether 

are going to have a lot to say about he thinks games makers are ripping 

games in the next few weeks. everyone off. 

From January to October 31 No one is allowed to say what's 

1994 the Monopolies and Mergers in the report until Heseltine makes 

Commission (MMC) set about a public statement. But the word 

investigating the industry in full, on the street is that the industry 

The MMC had been instructed by will basically get a "not guilty" ver- 

the government to look into the diet. The main focus of the investi- 

way games are made and sold gation was always Sega and Nin- 

because of all the complaints it had tendo and. let's face it, they're just 

received from unhappy parents, not as invincible as they were a 

punters and even retailers. year or two ago. Machines like the 

After months of interviews the CD32 have risen in competition 

MMC handed its report to Michael with them. 



(1 (Theme Park 

(EA) 
Q(1)UFO 

(MicroProse) 
O I 2 ) Super Stardust 

(Team 17) 
Q(— ) Club Football 

(Software Business) 
Q (_) On The Ball 

(Daze) 
Q(S) Guardian 

(Acid) 
Q(4) Skidmarks 

(Acid) 

0(7) Beneath a Steel Sky 

(Virgin) 
O (6) Kick Off 3 

(Anco) 

(8) Arcade Pool 
(Team 17) 



MICROPROSE 

RELEASES SUB 

STANDARD GAME 

Where can you find missiles, whales and gorgeous texture map- 
ping? Easy. In MicroProse* latest underwater blast em-up Sub 
War 2050. For the underwater enthusiasts among you Sub War 
2050 promises a rare treat. There are four campaigns to complete, with 
seven to 12 missions in each. Strategies differ from straightforward sab 
otage to information gathering and rescue missions. Blow up the hull and 
watch those whales escape! 

Your progress through the game is linear, so you can't play level six 
without completing five. You can. however, swap between campaigns. 
MicroProse. which developed the game in-house, describes the game as 
"beautiful to look at". Hurrah, then. 

Sub War 2050 dives on to the Amiga scene on November 25th. priced 
£34 99 on the A1200 and CD32. 

• Rather less exciting is the news that MicroProse's 
enormously successful god game Colonization won't 
arrive on Amiga until next summer. Programming 
work on converting the Sid Meier special can't 
begin until Christmas. Poo. 






Whale* ah. ..what a crap plac« to live. 



KRISALIS 

AMONG THE LEGENDS 



Ze/da-loving Amiga fans will 
descend upon the feast that 
is Krisalis's legend, and fill 
their boots. This role-playing game 
borrows some elements from the 
Nintendo classic — but don't 
pounce just yet, it's not due until 
next Easter. Rotherham-based 
Krisalis has designed a 3D adven- 
ture game which it hopes will be 
timeless. In more ways than one. 
The basic premise is very neat 
indeed. The world is a mere alien 
experiment, and the aliens are 
bored because of the peace which 
has broken out there. So. to shake 
things up a bit. they send gadgets 
and weapons back in time. 



The player assembles his own DIY 
time machine, and sends his soul 
back to inhabit earthlings in histo- 
ry. Then it's a test of nerves and 
brains to locate the missing kit, tool 
up and fight the aliens in the last 
level. 

The four quests take place in 
Ancient Egypt. Ancient China, 
Arthurian Britain and among Amer- 
ican Indians in the Wild West. Don't 
worry too much about your history 
though: Krisalis hasn't. Legend is a 
pretty light-hearted affair. The 
Round Table in the Authurian zone 
is a giant dartboard — and the fella 
standing by it looks suspiciously like 
Jim Bowen. Great, smashing, super. 



SLACKS 

• Production of Data Design's 
Zonked! (Reviewed in our 
November issue) has run into 
trouble because its two 
programmers are always 
plastered when they turn up for 
work. Contrary to rumours, their 
state has nothing to do with 
empty bottles of Thunderbird. 
No. both boys have broken their 
arms! However. Data Design still 
expects the project to arrive on 
schedule on December 2nd 
thanks to some determined one- 
handed logarithm input. 
Opening a bag of crisps could 
prove a little more tricky... 

• No broken arms at Gametek as 
far as we know, but something 
has still prevented the eagerly 
awaited Frontier: First 
Encounters from shipping in 
November as planned. This third 
installment in the Elite series 



CRYO'S 

COMMANDER) 
FOR AMIGA? 

The aim of Commander 
Blood is no less than trav- 
elling back to the Big Bang 
itself. No, that's not the 1987 
Stock Exchange version. Nor is it 
the Swedish film of 1974 with the 
dodgy saxophone music. No. Com- 
mander Blood wants answers only 
Steven Hawking's version of the 
Big B can give. 

The game starts with cosmic 
tycoon Bob Morlock seeking 
answers to life. He sends the Com- 
mander (that's you) through a 
manufactured black hole to get 
them. There are five universes to 
cross and an intelligent com- 
puter to help you do it. 

This game, from 
crack US developer 
Cryo. is set for a PC 
CD-ROM launch by 
Mindscape in Decem- 
ber. But (and this is 
the relevant bit) there 
are rumours of an 
Amiga version on its 
way. Watch this space. 




GAMES 
CHART 

TOP TEN 




This game ; 
is not a matter 
of life & death... 





if mm 
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t's much 
more important 
than that... i 



Premier Manager 3 is the definitive football management game, 
and the climax to the most successful management simulation 
series in football history. 

A whole range of exciting new features have been added to the immensely popular Premier 
Manager interface, which now includes: 

• The European transfer market. • New match display feature and user definable tactics. 

• All the latest up-to-date squad listings. • All the key European and English competitions. 

• Three modes of m-match animation to help in game decision making. • New 'Player Loan' 
facility. • Assistant manager appointment. • Direct instructions to squad members. 

• Up to four independent scouts. • Squad strengthening loans. • Full graphic ground 
improvements. • Comprehensive match reports. • Detailed results and player/manager 
information service. • Manager of the month award. • Mid-season dismissal. 
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Gremlin 



Premier Manager 3 is the only game exclusively compatible with the new Premier 
Multi-Edit System'" the complete information editor AVAILABLE SOON 

"You'll never need another management game...ever!" 

Please send me my FREE Premier Multi-Edit System™ information pack. 

Name: 

Address: 



Postcode: 



Send this coupon lo;- Premier Multi-Edit System"* 

Gremlin Interactive Umrted, Carver House. 2-4 Carver Street. Sheffield S1 4FS. England 
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Letters are great aren't they. We get quite excited every day when Pat draws up outside Emap Towers 
in his little red van. Sadly most of our mail usually turns out to be worthless PR garbage or entries for 
the ever-popular Recommended Compo. We have therefore decided to hold Pat and Jess hostage until 
we get some proper letters. Write to: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU, if you 
want to see them alive again. 



WOT A DEMO 

Dear The One, 

You and the posse have done it 
again, only this time you have done it 
even better — WOT A DEMO — unbe- 
lievable, fan-bloody-tastic. My hat 
goes off to you. 

A long time ago I announced 
myself as The King of Sensible Soccer, 
I am a veritable god of the game, 
unbeaten in countless leagues and 
cups. While you mere mortals play 
your Sensi with your choice of con- 
troller I am elevated on a golden 
cloud, looking down upon you all as 
I strike with the force of and the 
intensity of the Armageddon. I am 
earth, wind and fire (Fantasy? — 
Andy.): my men move swiftly like the 
wind; they shoot with the explosive 
force of fire and the earth is my 
defence — solid. 

The Fancy League; wow it was 
tough, damn tough, it took me two 
or three attempts to win it. Gotham 
Park are lethal and The Scarecrow — 
a member of the sub-human elite if 
ever there was one. He should be 
eliminated from all games — he's too 
cool. 

I was wondering if there is ever a 
Sensible Soccer tournament held any- 
where — it would be a great idea, a 
winner, and I know quite a few folks 
who would be willing to turn up and 
they would all be praying they don't 
come up against me — even when 
I'm not on form. Yours Sincerely 

A reader and a fan, 
The King of Sensi Sod 

PS. By the way. I saw Simon on 
Gamesmaster with Dom the Demon- 
ic host — doesn't he look possessed? 
Nice guy, though. But back to Simon 
— isn't it a real downer when you 
cock-up your lines in front of millions. 
Just wanted you to know — WE ARE 
WATCHING I! Keep up the well above 
average work. Ta Ta. 
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Thanks for the compliments fella, 
but my, you are a bit of a big- 
head aren't you. 'Earth, wind 



and fire' my bottom. I suspect that 
you only play against the computer 
or girls, or old people like Our Hazza 
who are useless at games. By the 
way, who is this 'Simon' you keep on 
about? I'm afraid we don't know 
anyone by that name here. We've 
asked around the office, but every- 
one just says: 'Simon who??' Now. 
there is some boggle-eyed git on 
Gamesmaster who looks like Andy's 
smaller, more balderer twin brother 
— you know, the one they keep 
overdubbing because he's complete- 
ly crap. Do you perchance mean him? 

WHAT IS VIRGIN 
PLAYING AT? 

Dear The One. 

I felt that I must write and tell you. 
and warn other people about Virgin 
Software. After playing your excellent 
demo of Beneath a Steel Sky, I 
rushed out with my £30 and bought 
the game on the day of release. 

I played the game intently, eyes 
glazed over, amazed by the gorgeous 
graphics. I was Foster, trying to 
escape... then the screen flashes and 
the next thing I know is I'm looking at 
a software guru meditation message. 

Still undeterred. I sent my disks to 
Virgin and waited for new disks to 
pop through my letter box... and 
waited, and waited. In fact I have 
now been waiting for over two 
months. 

What I want to know is, what the 
hell is Virgin playing at? After spend- 
ing £30 quid on the game all I want 
to do is play the bloody thing! 

I recently sent a game back to 
Team 17 and had it back within a 
week. So why should it take Virgin 
over two months to put two disks in 
an envelope and send them to me? I 
long for the day when I can once 
again become Robert Foster and con- 
tinue my quest to escape. Yours sin- 
cerely 

Chris Hill 
Norwich 

Hmmm, Chris, sounds like you've got 



a bit of a bum-deal there matey. 
Hang on a sec while I give Virgin a 
ring on your behalf and see what 
pathetic excuse they come up with. 
Back in a Jiffy... 

Right, phoned them. A nice man 
(called, believe it or not, Mr Mann) 
pointed out that while it's Virgin's 
policy to return all faulty disks with- 
in 28 days, normally they're all sent 
out within seven to ten days. So 
there's obviously some exceptional 
problem in your case. 

Anyway, your name and address 
are now in his hands (literally), and 
he's chasing up your reply as we 
write. If you haven't had your disks 
by the time you read this, call him on 
081 960 22S5. 

CATTLE'S BUSINESS 

Dear Mr. Nuttall, 

I am the programmer of Charlie J 
Cool, which was reviewed in the 
November issue. I am writing to com- 
plain about some of the points raised 
in the review. Firstly a couple of small 
points: in the information box giving 
details such as price and release date, 
you said the game was developed in- 
house and required one megabyte of 
memory. The game was actually pro- 
duced by a freelance team and will 
run on half meg machines. I'm not 
nit-picking here, just pointing out 
your inability to get even simple 
details correct. 

Secondly, you said an A1200 ver- 
sion was on the cards, with better 
graphics and nothing more. The 
A1200 version actually has better 
graphics, more parallax and more ani- 
mation. You should have known thi* 
as the screenshots you used were 
from the A1 200 version. 

Next point — you didn't seem to 
understand the reason behind the 
good/evil idea, saying that there was 
no point to it. Well, if you'd bothered 
to read the manual you would know 
that there are two bonus levels, 
which can be reached by completing 
the game. Your rating (good/eviVaver- 
age) will determine which bonus level 



you play. Also, there are three end-of- 
game sequences, the one you get to 
see is also dependent on your rating. 
The reason for this is obvious — it 
gives you an incentive for completing 
the game more than once. 

Next point — you say there are 
areas on the game where you can get 
stuck, and quite simply, this is [Snip! 
Er. cattle's business — Andy.]. There 
is only one place on the game where 
you can get stuck; it's on the first 
level near the end. you fall down a 
hole and can't jump high enough to 
escape. That's why there's a 'super- 
jump' icon which you have to collect. 
Then, when you fall down the hole 
(as opposed to jumping over it, 
which is what a normal person would 
do), you can use the super-jump icon 
to get out. To make it easier for peo- 
ple like you (ie thick people) the 
super-jump icon can be found just 
before the hole, if you choose to go 
ahead and avoid it and then fall 
down the hole, then it's your stupid- 
ity which is to blame, not the game. 
Apart from this, there is nowhere else 
in the game that you can get stuck, 
and just so that you know for next 
time — the word 'several' actually 
means more than one. 

Next point — at the end of the 
review you said that recent games 
had succeeded on decent graphics OR 
good gameplay. Are you suggesting 
that a game which only has good 
graphics can succeed? If so, you clear- 
ly have no place reviewing games, as 
most people don't like games which 
only have good graphics and nothing 
else. 

As a games programmer, I'm not 
afraid of criticism as long as it's con- 
structive. You quite clearly had no 
idea of what the game was about: if 
you'd read the manual, you'd have 
known more about the game and 
been able to write a fair review, and 
I don't think that's too much to ask. 
Even if you didn't like the game, it's 
your job to present a clear picture to 
your readers. Don't just give then 
your opinion, why not mention some 
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y* the game's good points as well, 
such as the 28 large levels, the 50hz 
screen parallax scrolling, the 
secret rooms, the puzzles etc? Still. I 
guess that's too much to ask from 
someone who only spends 10 min- 
utes playing a game. ^ 

Neil Cousins 
Somewhere. 

You utter git, Neil. Not only do you 
program a game which is only 
marginally better than Bubble Gun 
(reviewed the same issue), but you 
have the audacity to slag us off for 
panning it! I'm not going to reply to 
all of your accusations, because that 
would take up the whole of the mag, 
but here are a few choice answers. 

"The screenshofs... were from the 
A 1200. " The publishers told us that it 
was the A500 version, and who are 
we to doubt them. Especially when it 
looks like an ASOO game anyway. 

"You didn't understand... the 
good/evil idea. " Yes, Neil, I did. I just 
didn't think it was a very good one. 

There is only one place you can 
get stuck..." Yes, hands up for this 
one. But still, any place where It's 
possible to get stuck, requiring a 
swift return to the start of the level, 
is a bad idea — especially near the 



beginning of the game. And I did 
pick up the 'Super Jump' icon, but it 
ran out before I could jump back out 
of the hole. 

"...games had succeeded on 
decent graphics or good gameplay. " 
Yes. Exactly that. But by 'succeed' I 
mean sell in large quantities, rather 
than achieve stupendous reviews. To 
wit: Microcosm. For one. 

"Why not mention some of the 
game's good points...?" Because I 
didn't think any of them were 'good' 
enough to warrant a mention. 28 
large levels? Who cares, if they're all 
the blinkin' same? 

I don't want to pick a fight, Neil, 
but if you're going to pen an offen- 
sive letter in reply to what I consider 
to be a perfectly fair review, then 
how can you possibly consider your- 
self "not afraid of criticism"? 

PANTS 

Dear The One, 

Yo. So you submit to the inevitable! 
Aha. tremble, for once more I return 
in a phoenix-y kinda way. Oh I give 
up. look it's me, okay? I've had 
enough of all of this 'Dark Overlord 
of the Zth dimension returning from 
the dead' lark, I just want to get back 
to my old job of annoying everyone 



and becoming chums with all the 
software bods. And what happened 
to the lettuce I sent you? Never mind. 
And Pants? Allow me to explain 
briefly (ha. ha). Pants are not. as you 
imply, a childish or rude thing to say. 
If you took note of 'yoof culture' you 
would find that anything excellent is 
now referred to as beihg 'pants'. So. 
for example Matt is a 'pants' sort of 
bloke or The One is a pants mag. 
Anyway, I suggest an entire issue 
devoted to lingerie and underwear. 
You could do features on characters' 
underwear habits. Is Zool a Y or a 
Boxer Ninja? Does Zooz use one of 
those Wonderbras? James Pond's Top 
10 Thongs. Johnson and Stones 
(What? — Andy.) mega tips for acid- 
proof undies, that sort of thing. 
Hours of fun for everyone. 

Ludwig Ledbury, 
Southampton. 

Well Ludwig, this is your last chance. 
Your letters are becoming increas- 
ingly desperate, aren't they? Aside 
from the completely unintentional 
pun (underwear and habits) this lat- 
est is not in the least bit funny. At all. 
Two further things. 1). I don't think 
you can teach the inventors of The 
Combustion Pantometer anything 



about 'Pants'. We were wearing 
them before you were born, matey. 
2). We did receive the pooey Chi- 
nese-leaf you posted to us and it 
went 'plop' straight into the bin. We 
are very sophisticated and only like 
Radiccio, and Harry will only touch 
Herb Rocket Lastly Ludwig, please 
get a life or a girlfriend or something 
else, and stop writing these sad let- 
ters. Everyone knows we only use 
them to fill up space. What the hell 
are you doing in Southampton Gen- 
era/ Hospital anyway? I bet you're 
the sad git in the morgue. 

UNDER HAND 

Dear The One, 

This letter is nice and short. Don't 
you think it would fill up that left- 
over space well? 

Ben Riley, 
Maddington 
West Australia. 

Thanks ever so, Ben, your letter was 
very useful. It was not unfortunate- 
ly, quite as useful as this reply, which 
we are confident, will use up sever- 
al (and that's more than one) extra 
lines. Nice try, though. What's the 
weather like 'down under' by the 
way 'cobber'? 




As is tradi- 
tional with our 
Git of the 
Month, we 
have repro- 
duced the 
'winning' letter 
exactly as we 
received it, typographical errors, 
grammatical mistakes, dodgy 
spelling and all. 

A SERVING POLICE 
OFFICER 

Dear 77ie One, 

A few points: 1) I like Bjork. She's 
groovy. 2.) Your Cyberwar WiP last 
issue (September). LV426 is the 
name of the planet colonised by the 
Weyland Yutani company in Aliens, 
which was where the Nostromo 
crew first discovered the alien in er, 
Alien. Not as you stated, the num- 
ber of the Nostromo. Of course. 
Close guys, but no cigar. 

3). Matt Broughton. Your review 
of The Clue last issue disappointed 
me sonny boy. Perhaps you were 
trying to be 'wickedly humorous', 
but I doubt it. I am a serving police 
officer. Every day I have to deal with 
families whose homes have been 
burgled, whose possessions and 
priceless mementoes have been 
stolen, whose property has been 
damaged and destroyed by the 
juvenile thugs roaming around 
today. Nothing like a bit of encour- 
agement for these idiots is there 



Matt? But heylt Everybody loves to 
steal! Kleptomania is okay! Crime 
pays! And Matt's way is the way of 
the Magpie! I hope your car is stolen 
and torched the day after your insur- 
ance runs out you stupid, ignorant, 
bloody boy. 

4) . Oh, yes. This 'Johnny Pig' 
phrase in the same review. I would 
love to meet you face-to-face one day 
and 'suitably advise' you for 10 min- 
utes or so about your attitude, then 
send you on your way with a damp 
patch in your Calvins. 

5) . Mr Attrill was 'quite, quite out- 
raged' by the game was he? Good, on 
yer Harry! You can join my miserable 
old git club any day. 

5). Matt Broughton likes Bjork. 
That's one thing he has going for 
him, then. 

MG Thomas 
Caerphilly. 

Matt Replies: 

'How do you start answering a let- 
ter like that? Magazines have always 
received petty complaints, and 
always will, but I don't think I've ever 
seen such an aggressive, nay, pathet- 
ic one as this. I think I'll take it point 
by point... 1). Yes, Bjork is very 
groovy! 2). You sad, sad, lonely arse. 
How many nights do you spend, I 
wonder, sitting on your own in your 
sad little world, watching the same 
videos over and over, making trivial 
notes in your little policeman's book 
in the hope that if you ever have any 



friends, you can chat casually about 
films and 'really impress' them down 
the chess club. 3). Okay MG, lets take 
this slowly. I also know people who 
have been burgled, had personal pos- 
sessions taken, and generally had 
their lives screwed up. Unfortunately, 
my job here is to try and find gags 
within every subject however painful 
they may be In real life (we are, after 
all, dealing in the fantasy world of 
computer games). 

I'm amazed that you were so 
shocked and affected by my com- 
ments about The Clue, but remain 
untouched by what I've said in the 
past on how much fun killing is in 
wargames, how good it is to pull 
someone's arms off in a beat-'em-up, 
how good it is to burn down villages 
in God-sims, and... well I could go on 
forever. I don't mind you being a 
Points Of \J\ew-esque outraged per- 
son, but at least be consistent. If 
someone has the mentality to go 
about breaking into banks and muse- 
ums I think they're likely to do that 
whatever I say. 

I find it hard to believe that by 
reading my review, ordinary mem- 
bers of the public will be converted 
into major criminals. As for your 
wishes for my car to be stolen and 
torched, well, what can I say, it just 
shows the way your brain obviously 
works. How very adult of you. 4). Ah 
yes, this really tops it all doesn't it 
Here's me 'encouraging kids to steal', 
and here's you, a serving police offi- 



cer, encouraging kids that the best 
way to deal with a joke-making 
writer whose work you dont enjoy, 
is to meet him face-to-face and 
make him wet himself. Til let Mr 
Attrill answer your kind offer him- 
self, but I'd like to say that after 
reading your scare-mongering, 
threatening letter I was tempted to 
call the police, but it seemed a bit 
pointless. Funny that eh? 

And old Haz can't help noticing: 
7n my experience, when con- 
fronted with the criticism or dissent 
of anyone or anything, the initial 
response of all too many of our 
'wonderful boys in blue' seems to 
be to kick the living crap out of it 
until it ^omes round to your point of 
view. It is depressing to have a 
'serving police officer' confirm my 
generally low opinion of the sort of 
thugs which the Force seems 
inevitably to attract, and which 
(minority?) makes the job of (the 
majority?) of decent policemen and 
women that much harder. I agree 
that Matt is ignorant, but my solu- 
tion (radical ,1 know) is to encourage 
him to read some books (no easy 
task), or a decent newspaper, rather 
than 'suitably advise' him In the 
face, however tempting that option 
undoubtedly is. I will therefore not 
be joining your 'Old Gits Club' Mr 
Plod, unless you promise not to 
beat me up when I disagree with 
you. And there must be no 'funny 
handshakes'. Ever. 
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SIMON'S GONE 

Dear Andy, 

Simon's gone. Any jobs going? 
Yours faithfully, 

Neil Wassal, 
Peacehaven. 

No. Simon who? 

I HATE PESSIMISTS 

Dear The One 

You're so lazy and never do any 
work. One of you is always off on 
holiday, and you had to raise the 
price of the magazine to accommo- 
date your expenses. Matt can't be 
bothered to do his job so he bribes 
readers to do it for him. Anyone 
who's been watching a programme 
by the name of Gamesmaster will 
have noticed that Simon always says 
the second bloke won't make it I 
hate pessimists. 

Why don't you spend more pages 
on reviews and tips instead of all the 
crap there is at the moment? Speak- 
ing of which, why don't you do some 
solutions on older games like the 
ones on budget? You should go back 
to £3.75 or raise it to about to £4.10 
or £4.20 and have three disks. Try 
putting more ads in to lower the 
price a bit. People always go on 
about the price of games, what 
about the price of mags! 

Your compo in last weeks mag 
'win some Crap' was @-l? since Mon- 
ster Munch have two, three or four 
fingers. The Settlers code was the 
code to level 30, none of the Cannon 
Fodder cheats worked, and as for 
Wing Commander, I still can't even 
dock. How about a list of the compo 
winners, or doesn't anyone ever win! 
The next month page was garbage. 
Don't try it again. As for Jungle 
Strike, I thought you said it wasn't 
coming out at all on the Amiga. 

That's all for now, I've got better 
things to do than write to you sods. 

Luke Foster 
Seaford. 



the price to £4.95, so that's probably 
not such a good idea. (Does anybody 
else have an opinion on this? Write 
to the usual address.) More ads 
means fewer editorial pages, so 
that's a crap idea too. 

Monster Munch don't actually 
have fingers, just moulded pieces of 
mulched maize. Sorry. As for your 
tip-related complaints, you're obvi- 
ously just poo at games. Even my 
mum can dock in Wing Commander. 

And yes, people do win the com- 
petitions; but we don't print the 
winners because we don't have 
enough space. Instead we utilise our 
pages to the full, printing letters like 
your well-written piece of prose. 

NOT IAAPRESSED 

Dear The One 

I have bought The One for some con- 
siderable time, as in my opinion it is 
the best Amiga mag on the market, 
both in content and coverdisks. 

However on receiving the Novem- 
ber issue I was dismayed to see the 
article on page 34 entitled Tucking 
Hell'. I am not impressed by the fact 
that if you change one letter you get 
a totally different exclamation. 

I have no personal axe to grind 
with bad language. I am an HGV 
driver and as you can imagine in the 
course of a day. I can use and receive 
some colourful language. 

My main concern is that of a par- 
ent. I have two sons under 10 who 
are both eager every month to read 
your magazine, and I feel that this 
sort of innuendo should not be pub- 
lished in a magazine that is aimed at 
the younger reader. And therefore if 
articles like this are to be repeated 
then I must consider not buying your 
magazine in future. 

C. Cavey 
Southport 
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You're right, Luke. You've got us 
bang to rights. We're all lazy, and we 
never do any work. The magazine 
fairy leaves an issue under Harry's pil- 
low every month, and we just add all 
our names in and claim it as our own. 
Thanks for pointing out the facts 
about Matt's work facade, we've had 
words and I think you'll find next 
month's Games Surgery to be filled 
with tips about growing beards, 
wearing amusing pants and poncing 
about on stage. 

Your comments on budget game 
tips were good, but if you turn to 
page 86 of this very issue I think 
you'll find that we'd already thought 
of it. First. 

If we were to have three disks on 
each issue, we'd have to raise 



Oooff Well, that told us, didn't it. 
Now that I've picked myself up off 
the floor, Mr Cavey, let's see if leant 
address some of the serious issues 
which your letter raises. Because, as 
you are obviously a man of some 
sensitivity, (despite your profession, 
which as you point out is all too 
often cruelly lampooned as being the 
preserve of foul-mouthed nean- 
derthals) I think we will be able to 
communicate. Hey, I can identify 
with that People think journalists 
are all muck-rakers out to ruin ordi- 
nary peoples lives. It's not fair is it? 
What I'm trying to say is, I know 
where you're coming from 'C, if I 
may call you C, and the thing is, 
you're a bit of a thicky aren't you? 

If I were you, I'd be more con- 
cerned about your two lovely 10 year 
olds picking up some of the atro- 
cious spelling and outlandish gram- 
mar which in your letter. Also, I think 
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Our latest addition to the mag. 
Questions, has proved to be the 
most popular thing since, ooh. 
Recommended. If you have a 
request for information on all 
things gamey and Amiga-ey, send 
them in to: Questions, The One, 
30-32 Farringdon Lane, London 
EC1R 3AU. In the meantime, here's 
a bunch of your most pertinent 
posers... 

THIRD TIME LUCKY? 

Dear The One 

I have sent two letters to maga- 
zines in my life, and neither of 
them has been published. So 
please print this one in your excel- 
lent mag. Here are some questions: 

1 ) When I had a C64 (don't laugh) 
I had a game called Law of the 
West. Is it out on the Amiga? 

2) . In an old Amiga mag I saw two 
game reviews — Harley Davidson, 
The Road to Sturges and Colorado. 
Are they still out, because I can t 
get them anywhere? 

3) . What is 3000 x 74? 

4) . Is there an A1200 version of 
Moonstone? 

Ronnie Raygun (Eaton) 
Plymouth. 

PS. Please entitle this letter 'Bob 
Monkhouse is not a penguin'. 



3) . Is there an adaptor for the 
CD32 to use floppy disks? 

4) . Also is there an Amiga 5/600 to 
32 adaptor? 

Please answer my questions, 
and also ask Harry to get his hair 
cut in a fashion acceptable in 
today's world. 

Philip Smith, Enfield 
(Head of the Anti-Harry Attrill 
Club) UK. 

1) . Sure is, mate. Take a look at the 
front of this very ish. 

2) . Probably just an A500 version 
will be produced, because this is 
Acclaim's first Amiga title and it 
wants to test the water before 
making any further commitments. 

3) . Yes. It's called the SX-1, and 
you can get it from Silica (081 309 

mil 

4) . Sadly, no. At least, not yet. 



1) . Er, never heard of it. 

2) . You might try Computer 
Exchange in Notting Hill. Phone 
them on 0171 243 1863. 

3) . It's a multiplicative function. 

4) . Sadly, no. If you just require a 
version which will work on the 
A1200, contact Mindscape on 0444 
246333, and they'll sort you out. 

GET HIS HAIR CUT! 

Dear The One 

I have a few small questions for 
you to answer. 

1) . Is Mortal Kombat 2 coming out 
on the Amiga? 

2) . If so, when and on which for- 
mats? 



SCOTS GIT 

Dear The One 

Here are some questions for you to 
ponder upon. 

1) . Is Theme Park going to come 
out on the A5/600? 

2) , Is PGA European Golf going to 
come out on the AS/600? 

3) .Where is the jungle in Jungle 
Strike? 

4) . Why are all your "jokes" crap? 
5.) What price will SWOS be? 
Thankyou very much. Hoots, toots 
and asparagus! Damn! I didn't 
mean that! I'll tak' the high road... 

The Mad Black Pudding 
(Ben Glasgow) 
Troon, Ayrshire. 

1) . Yep. Take a look at page 70. 

2) . Also, yes. It will look more like 
the original PGA Tour, and it will 
be out before Christmas. Ocean 
061 832 6633. See page 48. 

3) . Towards the end of the game. 

4) . Because we're not funny. 

5) . SWOS will be £29.99, I believe, 
and it will be on sale on the 5th of 
December. Contact Renegade on 
071 481 9214. 



you should get someone else to tell 
them about punctuation — as you 
have obviously forgotten how it 
works. I don't want to worry you, 
but I couldn't help noticing that you 
had written your letter entirely in 
capitals. Is this normal for someone 
your age? Sorry 'C, that's just my bit 
of fun, I was only 'm'ueking about, I 
don't want you to think that I'm 



'd'ueking your main point. In fact I'd 
been sitting here 's'ueking my pencil, 
wracking my brains for about half- 
an-hour, and it was only while I was 
'fucking into my lunch that it came 
to me. Is 'Pucking Hell' the only piece 
of innuendo you could find? I 
promise you there was lots more. 
But then, perhaps you can't read 
properly either? 
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HAT YOU HAVE TO DO... 
hat did Androcles pull out of 
ie lion's paw? 
A thorn 
A tight bulb 
The Marie Celeste 

hat's the name of the cuddly 
>ung star of The Lion King? 
Lennie 
Sirnba 
Parsley 

hich well-know London football 
Lib is nicknamed 'The Lions'? 
Manchester United 
2: Millwall 
3: Stenhousemuir 
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.TOUR/\\ 



PGA 
EUROPEAN 

TOUR 




Available for your 

AMIGA A500. A600, A1200. 



'The best golf game ever in the history ot all things" 
*$S£A AMIGA POWER Nov '94 



i If you only buy one golf game this year, then this 
should definitely be it - Ocean have come up with a 
new clear leader in the field." AMIGA ACTION Dec '94 
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I OMH'll 2 • ONCE MOM-: UNTO TIM BREACH Your battalion s on the 
ere are snipers around every corner and you've forgotten to pack your sandwiches. 
This is the grim reality of modern warfare. Now you can experience it for yourself, as 
the battle-hardened troopers we lovingly call Cannon Fodder cock their rifles, prime 
their grenades and march off into battle once more. They won't all come back, but 
that means more sarnies for the rest of us, so chin-up. / 

l^lOi© C 1994 SENSIBLE SOFTWARE. ^\/(J* 

~ . ~ 1994 VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LTD. / * > 



ONE ON ONE 



THE TWIDDY 




John Twiddy is a man in turmoil. 
He's just returned from a four 
week honeymoon in Canada, 
and can't seem to get back into the 
swing of things. As if the hell of 
going back to work wasn't enough, 
he's just had his car broken into, 
where not only did the burglars man- 
age to find his 'cleverly hidden' pull- 
out stereo, but they also managed to 
dismantle and remove his entire 
alarm system (not that it's exactly got 
much of a reputation as an alarm sys- 
tem any more!) He's spent all night 
talking to police and all morning sort- 
ing out his insurance, so it's a sur- 
prisingly bright and cheerful John 
Twiddy that greets me for the 
appointed interview. But before we 
get started I suppose I should tell 
exactly you who this man is. 

The aforementioned Twidster 
started programming when he left 
university at the age of 21, where he 
studied electronics and microproces- 
sor applications. He started off pro- 
ducing spreadsheet programs and 
databases on the Amstrad for a com- 
pany called Supersoft, but then pro- 
duced his first game on the Com- 
modore 64 called Paint Pot Charlie, 
which was a clone of the popular 
arcade classic, Amidar. Previously, 
John had cooked-up the odd thing or 
two on a Dragon, including Manic 
Miner rip-offs. but these were never 
published. After Paint Pot Charlie 
though. Sir Twiddlington went on to 
work on an impressive list of prod- 
ucts including Tau Ceti for CLR, Ikari 
Warriors lor Elite, and The Last Ninja 
and Ninja 2 for System 3. 

After Ninja 2, John, Hugh Riley, 
and Mev Dine set up Vivid Image, 
which over the next few years pro- 
duced such titles as Hammerfist, Time 
Machine and First Samurai. Towards 
the end of 1993, he began work on 
Global Gladiators and Cool Spot tor 
virgin, and followed up with the 
exceptional Puffy Squad for System 3. 
He was also kind enough to get 
Aladdin onto the Amiga before sod- 
ding off on his honeymoon! John is 
32 years old. lives just north of Wat- 
ford, and enjoys helping old people. 
Just for the record). 



Top chat show host, Matt Broughton r takes 
time out from his hilarious BBC1 hit series, 
'That's my pants', to talk to the long-time 
top programming bod behind such super 
sausages as Putty Squad and Aladdin. Mr 
John Twiddy, please take a seat... 




What had you planned to do with the 
qualifications you were studying for? 
Erm, I don't know actually. It had 
always been my hobby [electronics 
and stuff], and therefore it just 
seemed to be the logical thing to go 
to university and continue your 
hobby without really doing any 
work. In effect, digital electronics had 



been the area I was interested in. 
Had you been into games yourself? 
Yes. It was when I was In the sixth 
form that Space Invaders and Aster- 
oids came out. Suddenly you heard 
about these things appearing in the 
arcades. 

How did you come to write games? 



Well, I started with a Commodore PET 
2001 (with a tiny keyboard) and orig- 
inally it was just for playing games 
with. Then I started writing copies of 
Pacman that I never made any money 
from, but I knew somebody was sell- 
ing copies of my game to friends at a 
fiver a time, and though 'Hmm, this is 
a good ideal' I just enjoyed writing 
stuff on it, and in fact the first couple 
of things I did were articles for mag- 
azines, getting a hundred quid for a 
couple of pages and then flogging 
the tapes of it at three pounds a go. 

Have you been surprised at how the 
games industry has grown, or did 
you expect it? 

/ suppose I'm actually a bit worried 
by just how dramatically fast it is tak- 
ing off. I mean how many different 
formats are there? And look at how 
sophisticated many of the games are 
becoming. The trouble is that when 
you're doing an original game that's 
taking you a year and a half to write 
it — a state of the art game — you're 
obviously a bit blinkered. You're 
spending all your time doing that 
one game, and while you 're doing it, 
all these advances are being made on 
other platforms and you think, 'oh, 
I'm missing out on that bit' 

How difficult is it to stick with a given 
project while new games appear 
around you, full of new ideas and 
techniques? 

It 's always difficult, because you keep 
looking back at you old games and 
thinking 'my god! That was accept- 
able at the time?' If you're doing an 
original game it's taking you a year 
to eighteen months, and it's got to 
change quite a lot while you write it. 
You have to keep up. 

Isn't that annoying? 
It's annoying in that you think you're 
going finish a game for, say, Christ- 
mas, and then you don't because 
you're adding stuff. Obviously the 
game benefits from it so it's accept- 
able, but the trouble is that when 
you are writing an original game, 
most programmers have the phi- 
losophy that they want to make 



ten 

O 





ft (he best thing they can and are 
therefore wanting to enhance it at 
any opportunity. Most publishers 
don't totally agree with that because 
it means that the deadline sometimes 
gets missed, and you've got to be 
practical about things. 

Most of your games appear to rely on 
simple, good old-fashioned game 
play as opposed to anything com- 
plex. Is this deliberate? 
When I was a part of Vivid Image we 
spent a long time doing original 
games; and though that's satisfying, 
there's something to be said for pro- 
ducing something quickly and get- 
ting the satisfaction of finishing it on 
time — finishing it very rapidly, in 
fact, and moving onto something 
else. That's why. in effect, over these 
last four projects I've enjoyed doing 
them quite quickly. My attitude is 
that the game will be as complicated 
as you spend time on it, so you 
spend more time, you get a more 
sophisticated game. 

What other formats would you like to 
work on? 

I'd like to move towards CD projects, 
and obviously the more sophisticated 
consoles, but you then have to dedi- 
cate eighteen months to that one 
game. 

When you start a large two year pro- 
ject, are you thinking 'oh god. this is 
going to go forever', or are you excit- 
ed about the possibilities? 
When you start a project you've got 
to be enthusiastic and think 'oh it'll 
be brilliant to think what we can do 
with this'. It's really fun in those early 
stages, where you're looking at all 
the possibilities, and then you get 
down to it and for the first few 
months you're experimenting, play- 
ing around with what can be done, 
seeing what it looks like on screen, 
and then extending it from there. 
That's really good fun, but obviously 
when you get towards the end of the 
development time and you have to 
fit it in and get it out for the dead- 
line, that's when the serious hard 
work happens. 

How long did it lake to turn Aladdin 
around, then? 

/ suppose probably about four 
months. In effect I was given all the 
graphics that had been used on the 
Mega Drive, and therefore the first 
task was to decide how best I could 
use those on the A1200 and how 
many we could fit in. The style of 
Aladdin's backgrounds makes use of 
parallax, but they're not necessarily 
as easy to do on the A1200 as they 
are for Mega Drive. It helped that Vir- 
gin agreed to do an A1200-only ver- 
sion. I would have said that it was 
practically impossible to<io any- 
I thing playable on a 500, you just 



had to make use of the A1200's 
memory and its speed. Obviously it is 
a platform game, and theoretically 
I've done a lot of them in the past, so 
it's quite easy for me to get into — / 
know what sort of thing to do. 

Do you see games going in a certain 
direction, or do you think they will 
always be based upon the same old 
genres? 

/ think you'll always have, say, plat- 
form games. There's always going to 
be a few people who are creating the 
leading edge stuff, but similarly you'll 
always need 'good old games'. The 
problem you've got is that many 
games lose their payability when 
you try and get too sophisticated and 
introduce fancy graphics. My feeling 
is that you've got a certain amount of 
time to do any project, and when 
you've got a really sophisticated 
game with lots of beautiful graphics, 
you spend all your time getting those 
graphics in and dealing with all the 
technical limitations of them, often 
leaving yourself with not enough 
time, be that development time or 
processor time, to actually get the 
game's payability as good as it could 
be. 

Where do you plan to take things 
from here? 

At the moment I do a mixture of 
business stuff and games. It's quite a 
juggle, but to a degree I'm doing the 
business stuff because I look at the 
future and think that at some point 
I'm going to be too old to be taken 
seriously within the industry and 
therefore ought to be looking ahead. 
As far as I'm concerned, I still enjoy 
doing the games, but the business 
stuff consists of such 'interesting' 
things like accounts packages! 

What are you working on at the 
moment? 

Erm, nothing actually. I've just come 
back from my honeymoon and I'm 
kind of getting back into the idea of 
working again. I've just spent four 
weeks going from the west coast to 
the east coast of Canada, and in the 
process managed to take about a 
thousand photos of the place, so 
we're trying to sort through those. 
It's the first time I've ever been on a 
month's holiday in my life, and you 
really get out of the idea of working. 
I've now got to face finishing off the 
PC version of Aladdin for Christmas. 

And finally, iohn — and this is a ques- 
tion we ask all the lucky members of 
our exclusive 'One on One' Club — 
(Er... no it isn't Matt. — Andy.) if you 
could be just one of The Beatles, 
which would you be? 
Oh god! Not any of the dead ones. 
Paul McCartney has a fair amount of 
money and that's probably my 
choice. A 
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AMIGA CENTRE SCOTLAND 
AMIGA USER GROUPS 
ARCADE SOFTWARE 
ARCANE SOFTWARE 
BLITTERSOFT 
COMPUTER MALL 
DIGIT A INTERNATIONAL 
DIGITAL PROCESSING SYSTEMS 
EUREKA 
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GREMLIN INTERACTIVE 

HI SOFT 

ICL WARRANTY 

INTERPLAY 

KOMPART 
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MACRO SYSTEMS 
MERIDIAN DISTRIBUTION 
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POWER COMPUTING 
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TEAM 17 
THALLION 
TRI- LOGIC 
VILLAGE TRONIC 
VISUAL IMAGE DYNAMICS 
WHITE KNIGHT TECHNOLOGH 
WORLD OPTICAL 
AND MANY MORE 



WEMBLEY EXHIBITION CENTRE - HALL 1 

9-1 1th December 1994 

Friday-Saturday 9. 30am-5. 30pm Sunday 9 30am-4.00pm 
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See, play, and buy the latest and best in games on 
the Amiga. Many of the top software houses will be 
there showing what's new on floppy and CD this 
Christmas. 



Throughout the exhibition there will be non-stop 
entertainment with live bands, radio broadcasts, 
iornpetitions, demonstrations, celebrity appearances and a few more surprises in 
store. Don't miss the opportunity to get Involved and become a star for the day. ' 

Many other features including: 
' Simulator Ride 
Santa's Grotto 
Creche 
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iNh Two draws will be made for tickets purchased 

between 15!h October/ 5th November and 
6th November/ 2nd December.) 




Cut out coupon and send a cheque, postal order or credit card payment for the appropriate amount 

Type of ticket : Mr/Mrs/Miss 

Child (£4) Adult (£6) Family (£15) 

Total Number of tickets required Address 

Total cost £ ■ 



Method of Payment: (please tick) 

Cheque or P/Omade payable to World of Amiga Exhibition '94 

Cheque Postal Order Access Visa 
Credit Card Number 
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Send to: 

World of Amiga Tickets, 
Highland Avenue, Dunoon, Argyll, 
PA23 8PQ 
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/ John Menzies 



In John Menzies computer deportments, if you buy any piece of software on any format - you'll get £5 off. You'll also find 
£5 off vouchers in all the magazines shown below. The more magazines you buy, the more discounts you can get. So, buy 

the titles, rip out the vouchers and cash in quick. 
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TOUGH DECISIONS AS THE BATTLE RAGES 




Has your desire for battlefield leadership been 
fulfilled? Or, does the prospect of another 
wargame leave you cold? 

Now, MicroProse present Fields of" Glory 
for the Amiga: a game designed to break 
the mould of dull simulations. 

The emphasis is on action and the heat is on 
you to make those crucial command 
decisions. The rich, vibrant sights and 
sounds of our Close-Quarter 
W Combat System replace the tired 

interface of traditional 
wargames. You'll find that skilful 
|^ 'against-the-clock' decision 

L making is more important than 

historical knowledge. 

Fields of Glory: the fury of real battlefield 
action. For AI200, A500, CD-32 and IBM 
PC Compatibles. 
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The title was going 
to be 'A Pack of 
Regals' until Harry 
kindly pointed out 
that the collective 
noun (whatever that 
is) for lions is in fact 
a pride, not a pack. 
Thick' Andy Nuttall 
learns something 
new every day... 



It's a platform gamp — well, 
most things are these days, 
aren't they?" laughs Dave Sem- 
mens, programmer of The Lion 
King. Not the greatest advert for a 
game ever, or at least it wouldn't be 
if the game wasn't on such a huge 
scale as the latest Disney epic. 

The thing is, everybody knows it's 
going to be a great game. Disney 
has such a tight rein over quality 
control, it would never let a shoddy 
game bear the name of the great 
Walt — to wit, Aladdin (reviewed 
last month, 90 percent). The console 
boys have already got hold of 
reviewable copies, and are currently 
raving about it, and all signs point 
towards the Amiga version being 
rather hot stuff. Tsssss. 

The thing that gets me is that 
after Cool Spot came Aladdin, which 
was a very similar game in many 
ways. And, cynicism aside, there is 
surely a possibility that The Lion King 
will be, well, more of the same. Dave 
doesn't agree: 

"It is different, but mainly because 
the main star is an animal. Simba, 
the lion, is a different size to a usual 
game character, and a different 
shape — especially with four legs 
instead of the more normal two. 
Little things like that cause 
problems for the design 
and programming, and 
so the game imme- 
diately changes 
from the 
more usual 
platformer." 

Following 
the film pretty 
carefully, the ten 
levels are far 
more varied than 
(n Aladdin, which — 
while being praised for techni- 
cal achievement and excellent 
gameplay — was slated for 
being too short. Throughout the 
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Whenever Dave writes a routine for one level, he often finds that he neeai 
a similar routine later on, but it gets more complicated. For instance, dim* 
ing this wall, which you'll find early on in the game, was pretty easy to p-e 
gram: "I took it for granted that the rocks would all be a uniform distance 
apart, as they are in level one," explains Dave, "but I've just started level 
eight and there are some here which are very weird shapes. So I've had to 
rewrite the code a little to accommodate." 

Uncle, intent on Simba's early demai 
that Scar can become king — And* 
forbids him to visit." 

Level four is the stampede, whe« 
a herd of wildebeest run towart 



PROJECT: The Lion King 
PUBLISHER: Virgin Interactive 
Entertainment 

DEVELOPER: Dave Semmens 

(Programming); Doug Townslev 

(Graphic conversion); Allister 

Brimble (Music) 

INITIATED: August 1994 

RELEASE: December 1994 

early sections of the game you play 
the young lion, Simba, while 
towards the end you grow into 
the fully-developed adult Simba. 

'The first level is just Simba play- 
ing around in the jungle," reveals 
Dave, "before anything goes 
wrong, basically. Level two is bright- 
ly-coloured and taken from the song 
'I Just Can't Wait to be King' [see pic- 
ture], which Is in the film. 

"The third level is the Elephant 
Graveyard, which in the film is a 
place where Scar [Simba's nasty, evil 





you, and you have to avoid thel 
while dodging any boulders whic 
are kicked up as well. "I think tft 
wildebeest frames must have bee 
drawn by Disney," Dave grin 
"because there are about 90 frame; 
of animation: it starts at about c - 
pixel; and just as it jumps over yoa 
head it's, well, massive. There a* 
two hooves, which together $ 
about a third of the screen." 

ROAR RECRUIT 

Early on in the game, the you* 
Simba has no real fighting skills. I 
progress is made by solving puzzle 
He can pounce on smaller animal 
and do a roll which can displace, e 
smaller animals, but he hasn't re*! 
got any strength. Thankfully, thougi 
he has learned to roar pretty co« 
vincingly — weak when faced wr> 
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a hungry vulture, but pretty 
rr«< to scare a timid monkey. 
So on the Can't Wait to be King 
■rve> for instance, this comes into 
p»*Y Simba first gets thrown into 
air by a rhino." describes Dave, 
*and he's caught by a monkey sitting 
ft* a tree. The monkey throws him 
•way but only in the direction he's 
facng — so if you roar at him. he'll 
t---" and throw you the other way. 
ft. roaring at specific monkeys, you 
can control the direction you're 
"irown around the map; and that's 
fiscally the puzzle. 

Certain levels are the platformy- 
type." he continues, "where you 
*ave to get to the end, but it inter- 
waves the puzzle levels well. It intro- 
duces the new moves gradually, so 
m*\\\e the first level's pretty simple, 
the next one might involve swinging 
fcom rocks, or jumping across ravines 
and having to use your claws to cling 
of and scrabble up the edge of a 
mountain. It works well because 
There are lots of different types of 
gameplay, all interspersed, so it 
• eeps adding new challenges all the 
May through." 

LEOMINSTER 

To create the conver W 
s#on from the Mega Drive *wi*hmi u 
The Lion King, Virgin delivered all the 
graphics to Dave on a CD-ROM — 
simply because there were so many 
=rf them. "My artist is currently curs- 
ng them," says Dave, "because he's 
filled up his hard drive with all the 
graphics. There are a hell of a lot of 
them; as you can imagine with any 
Disney game. For example, the little 
Simba is currently running at about 
400 frames of animation, and the 
adult Simba's actually bigger. The 
CD's nearly full, too — almost 600Mb 
worth I" 

To give you an idea of the sizes 
.nvolved, the main Simba sprite can 
stretch to up to 80 pixels wide. The 




widest pixel you can use on the 
A1200 is 64 pixels (reference: the 
Brainy Programmer Quiz'. Septem- 
ber ish). so Dave's had to link two 
sprites together to get him in. "So 
you can imagine what it's tike when 
you have all the other sprites, includ- 
ing the baddies, thrown in as well," 
he says. Yeah, not to mention the 
backgrounds... 

"They've drawn them really nice- 
ly, though," adds Dave, presumably 
smelling a possible lawsuit "Every- 
thing about them is brilliant. In fact, 
I think they've drawn them a bit too 
well. Even the young Simba is quite 
large in sprite terms, and the baddies 
are physically bigger to make him 
look small and vulnerable. On 
later levels the bigger lion 
comes in, and all the hyenas 
shrink to give the impres- 
sion that Simba's now 
grown-up and powerful. 
That means it will be 
easier to keep the later 
levels running in a 
frame, simply because 
there are fewer large 
characters to draw." 

A frame', for newcom- 
ers to The One's method 
of explaining techie words 
(while learning them our- 
selves), refers to the screen update 
— how often the screen is redrawn 
per second. A frame is 50 times per 
second, which is the smoothest the 
action can get, while two frames 
would be 25 times per second — still 
reasonably smooth, but not as 

When the animation graphics come 
from Disney, they have an animation 
dot In each frame. If you animate 
the sprite, and put that dot in exact- 
ly the same spot on each frame, then 
It will animate perfectly. "I don't 
know what the console coders did." 
says Dave, "but I took the dot. and 
put it on the contour of the floor — 
so as he runs around Simba follows 
the floor exactly." 






The maps each have further layers on top, 
which you can't see," says Dave. "There's one 
layer which has control blocks in It, which 
tell the lion when to stop at walls, when to 
roll, and where the blocks are which he 
can swing on..." (continued later). 

"The one thing I've taken from the Mega 
Drive game, apart from the graphics, 
obviously," he adds, "is the table which 
brings the wildebeest on. It tells the pro- 
gram which of the wildebeest to display, 
and how fast each one runs." They come 
on in the background, and work their way 
to the foreground, before leaping over your 
head — and trampling you in the process, if 
you're not careful. 
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The baddies which are off screen won't do anything." Dave 
reveals "And then, when Simba runs towards them, they'll 
begin their movements, which gives the Impression that 
they've been prowling and buzzing around all the time, 
you've programmed a Spectrum for as long as I have, 
et to know little tricks like that to s.ive time." 
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how they bring all of the baddies on. 

"I've written my own control lan- 
guage for moving the baddies any- 
way; it's a bit like BASIC, with its own 
commands, but it makes it much eas- 
ier to tell the baddies which direc- 
tions to move in. Most programmers 
work that way nowadays anyway, 
although I've no idea if that's how 



Impressive as the single frame. 

So are all the graphics going to fit 
into the Amiga? "Yeah, especially 
since the A1200's got 2Mb of mem- 
»ry," Dave enthuses. "The only bit 
f've had to compromise on is with 
baddy sprites, because with the 
Mega Drive version the artists were 
able to use a separate colour palette 

for them. We couldn't, so we've had the Mega Drive version of Lion 
to take a couple of colours from the King was written. All the 
foreground, in order to use them on original code was writ- 
the baddies. " 

There was also a small compro- 
mise on what Dave calls the "go- 
behinds", or the bits of scenery 
which are intended to go in front of 
the main characters as they wander 
past it; giving the impression of 
depth. "On the Amiga you can't 




ten in 'C, you see." 

This made conver- 
sion more difficult 
than normal, 
because Dave's 
speciality is 
machine code; so 
the game has eff ec- 



actually do that with the hardware tively been written 
sprites." he moans. "You can tell it again from scratch. 



— }■ ground, or behind it all; but not to 



to either walk in front of all the fore- 
gro 

pick and choose. 

'The two games will be very slm- 

(ilar, though. Our sprite size is the 
same as the Mega Drive's; obviously 
we haven't got time to shrink any- 
^ thing down. We wouldn't have done 
that anyway, though, because it's 
\g awful if you see a game on the Mega 
Drive, and then you buy the Amiga 
LU one and all the characters are realty 

small. I've done that a few times 
when buying Amiga games, and it's 
a bit sad because there's not always 
Er a need for it. Especially when you 
know what the Amiga is capable of." 

Ilion the floor 

"The worst part was figuring out 
how to use the American Mega Drive 
LU programmer's map editor" reveals 

Dave. "There was very lit- 
^ tie documentatio 

available for it, 
h™ you see. But I've 

got the hang of it 

now, so I can get the li 
els in there quite eas 
.ly; and we kno 



"It would have 
been a lot easier had 
the original Mega Drive 
game been written in 
machine code," he explains. "I 
could hove then just ported their 
code directly across; but I know noth- 
ing about 'C. I've got all the source 
code, but it might as well be in 
Japanese. It was the same with Crash 
Dummies; all I really had there was a 
copy of the game, and the graphics." 

At the time of writing, Dave's com- 
pleted levels 1, 3 and 4. and he's hop- 
ing to have levels 7 and 8 finished 
very quickly: "I've only got a little 
over three weeks left," he wails, "but 
hopefully the worst bits are over with 
— and it should all be pretty quick 
now." O 




After he's climbed the waterfall, time passes and 
Simba becomes adult Simba. This gives him 
new moves. Including a range of fighting 
manoeuvres. He can attack with his claws, 
and wrestle as well, which is controlled 
depending on how you land on the partlcu- 
ar baddy. You can't actually start wrestling 
yourself; it just happens if you pounce on 
an enemy In a certain way — which plays 
more realistically than it sounds. 

Although his Uncle Scar has strictly forbid- 
den him to visit the Elephant's Graveyard, 
naturally, Simba's young curious mind takes 
him down there immediately, and he gets 
into a sticky situation with... no, I won't spoil 
ft for you. Go and see the film. 
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'The parallax, the actual, real parallax scrolling, with 
the background as a huge map, is only used on the 
first level," says Dave. "The rest of them are 
16-colour screens still, but they're smaller and 
they wrap around — take the bones on the 
elephants graveyard, for example. Basically, 
whatever the Mega Drive does, mine has to 
do — and It must be approved by Disney as 
well, so it has to be good or it would never 
be released." 



WORK I 



PROGRESS 



PROJECT: Nighty Max 
PUBLISHERrOcean 
DEVELOPER: WJS Design: Wayne 
Smithson (game design); f aul Hog- 
gart (programming), Daniel 
Cartw right, Chris Warren, 
Ian Warren (graphics), James 
Hawkins, Mike Delves (project 
management). 
INITIATED: June 1993 

RELEASE; December 1994 
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ighty Max, the cartoon 
character/kids toy/cash, er, 
calf, is huge in America. 
The little rascal seems to be increas- 
ing in popularity in this country 
(thanks to more and more toys, not 
to mention the cartoon and, hey! 
what's this free toy doing in my 
cornflakes?). It's therefore rather sur- 
prising to find that WJS Design didn't 
originally plan its new game to 
include the aforementioned Maxter. 
Paul Hoggart, Mighty Max's pro- 
grammer, explains: 

"It's just good timing really. We 
had an original concept which we 
took to Ocean, who paired it up with 
the licence they'd got for Mighty 
Max. From there it devel- 
oped into a two player game, 
which is very difficult and very 
omplex to program because of 
the split-screen — it's very pro- 
cessor intensive. To be honest 
that will be derogatory to the, 
game, because it's better played in 
one player mode. That's how I pre- 
fer to play it anyway." 
The game itself features three 
characters, all-running, jumping, 
crawling etc, but which can also 
importantly) carry things 
about. In essence what 
they're trying to do is to 
carry and manipu- 
late specific items to 
portals which will 
send these 
o b i e c t s 




"Mighty Max is a sort of puzxly-arcade thing. Vou have to find the 
fastest route to the portal because you're under a time limit (and 
each player has to find five objects each), but you still hav#^o use a 
fair bit of strategy. The two-player game can be played as a co-oper- 
ation 'thang' or you can battle against each other — trying to collect 
the best icons first etc," Paul Hoggart, Mighty Max's programmer. 



(which are really weapon pieces) off 
to the final level where they can be 
put together and used to kill an 
enormous baddy. Hurrah! 

"The way they manipulate these 
objects" explains Paul, "is by using 
mechanisms such as see-saws, where 
you put the weapon piece on one 
side and drop a boulder on the 
other. You've also got things like 
turning on a magnet which can then 
be attached to a balloon, carrying 
your weapon piece away." 

The game features 25 levels, all 
quite happily using 128 colours, 
although it was once reported that 
it used 126, which is an impossibili- 
ty. A lot of programmers had a good 
laugh at that (not that I've any idea 
why, of course). There are also 'a lot' 
(technical term) of sprites on-screen 
which, as you might imagine, caused 
problems for Paul who was try- 
ing to keep the speed up; Mr 
Hoggart explains further... 

"The main character 
is being done in one 
frame — so the scroll 
isn't jerky, and it 
really, truly 
does look 
just like 
an arcade 
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Never mind your Power Rangers and Deep Sea Barbie, 
Mighty Max is here and about to explode onto your screen. 
Matt Broughton sits on his Tonka And squeaks across the 
sand at top speed towards Ocean's latest licence . 




game. The only things that do jerk 
are the baddies and foreground 
objects, but because the player tends 
to look at the main character all the 
time when playing, it feels as though 
it's all in one frame. That's one of the 
better things. The screen also uses 
the full height, being 272 pixels high 
and 220 wide, and that really looks 
impressive when you get it onto a 
proper Philips monitor." 

MAX PACKS 

Each character has two weapons to 
play with, the initial one being a sort 
of ping-pong ball that bounces all 
over the place. The logic for that 
ping-pong was "crazy" because the 
characters aren't just walking on nor- 
mal platforms — there are actually 
different heights on the platforms. 
To make the characters look like they 
were walking up and down over 
bumps and obstacles, the team had 
to think up some clever new way to 
monitor the characters' 'feet' down 
to the last pixel, in relation to the 
platform's level. 

"This initially caused a lot of prob- 
lems, but we got around it by divid- 
ing each of the map positions into 
blocks of 16 by 16, and giving each 
height of between one and fifteen. 
We do something similar with the 
character, so that if the bottom of 
his block is going to fall below the 
'map block', we can raise the 
character accordingly. (Really? 
Hooow interesting. — Andy.). 
"The ping-pong balls 
are very good, but also 
extremely proces- 
sor intensive. When 
you're piecing al 
these little 
tiny blocks 
together 
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* -e going in 
oetween them, It 
causes mayhem — a 
hell of a lot of logic 
goes into controlling them 
There's another weapon a^e^ 
where you have laser fire, which 
i acquired by collecting a specia 
diamond Icon, and that's like a 
rapid fire that allows you to just run 
about the place blasting everything. 
This is a lot better because you've 
got tons of objects hidden in walls 
and you don't know they're there 
until you actually shoot the wall and 
they appear. The rapid fire laser is 
perfect for that sort of thing." 

Because the player doesn't know 
where either the objects or portals 
are when first starting the game, not 
to mention the maps that are (in the 
technically-speckled words of the 
programmer) 'very big', the game 
offers a fair old bit of playing time. 
When the play-testers were testing 
the Mega Drive version, initially it 
could take anything up to twenty 
minutes to complete the first leve 
On return goes, after a days playing, 
when just trying to 
steam through as 
quickly as possible, 
it could be com- 
pleted in three or 
four minutes. 
Apparently "It 
depends upon how 
you want to play 
within your time 
limit." 

And how has it 
been as far as get- 
ting it all into the 
Amiga's memory? 
Paul Hoggart; 

"Originally the 
A1200 was the 
lead machine 
(before the con- 
soles took over) so it's been okay. To 
my knowledge the game will be 
A1200 only, although there's a good 
chance Ocean will be doing a CD32 
version themselves. I doubt very 
much that it can be done on the 
A500 because I'm using the full 2Mb 
of RAM in the A1 200. so even though 
you could squeeze it Into the RAM, 
the graphics wouldn't be anywhere 
near as 'pretty' as they are on the 
arger machine. On the A500 you're 
talking about 32 colours tops to deal 
with everything, and I'm not so sure 
you could get away with that." 

MAX FACTOR 

Ask Paul which part of the program- 
ing he's most proud of. and he'll 
answer "Not much, actually" (well at 
teast he did when I asked him) but 
he thinks that every programmer is 



able 
more 
game 
make 



£ £ The game 
makes use of the 
A1200's 'quarter 
pixel scroll', for 
super-smooth 
scrolling. A lot of 

programmers 
think it's impos- 
sible to utilise 
this technique in 
a game. ■ ■ 

Paul Hoggart, J J 
Mighty Max'l programmer. 

but it's hard 



like that. 
"There is 
often more 
you want to 
'nclude. For 
example. I 
would have 
liked to be 
to add 
to the 
design, to 
it even more 
'arcadey' as opposed to 
strategy-ish." 

The team is now faced with the 
task of tidying things up. and get- 
ting the two-player mode running 
more smoothly. 

"Originally when 
the A1200 came 
out they kept the 
same blitter, so 
effectively you tried 
to put more data 
down, but with the 
same slow blitter. 
This means that 
there's been a small 
problem with slow- 
down during the 
two player split- 
screen game. The 
nightmare part of it 
has been the two- 
player logic; for 
example (and this 
sounds obvious, 
to get your head 
around) if you shoot a baddy, it gets 
stunned, and you can throw it off 
screen where it dies. Now, if you're 
in two-player mode, you have to do 
loads of detections because you 
shoot the baddy and then have to 
check if it's on player one or two's 
screen. Then you throw the baddy 
off your screen, but you have to 
check whether it's now on the other 
player's screen. That's getting very 
intensive and is another contribution 
to the already declining frame rate." 

But what does Paul think of the 
final product; how pleased is he with 
the way it's ended up? 

"Well, If I said I was delighted I'd 
be lying, but I think it'll will be a big 
hit with the kids, because of the car- 
toon and the toys. As Mighty Max 
stands, it's a good solid game."© 
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As you can see from this and all the screen shots. 
Mighty Max is brought to you In glorious 'huge- 
screen-O-vlslon'. This Is one of the few games to use the 
full height, being 272 pixels high and 220 wide, and "...It 
really looks Impressive when you get It onto a proper 
Philips monitor." I'll bet it does, big boy. 
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Ever wanted to punch somebody very hard in the face? Could that 
person perhaps be Welsh? Does he look as if he's got an mangy 
l Airedale terrier glued to the top of his stupid head? Is he as blind as a 
r*w salamander and about as snoggable? If only Andy Nuttall would bob 
and down gaily in front of Shang Tsung for just five seconds... 




Well, what's thts? It's unusu- 
al for a game to be 
revealed to The One this 
close to release; and especially one 
the size of Mortal Kombat II. It's only 
recently appeared on consoles, to an 
absolutely rave reception (and mass 
condemnation from the moralists, of 
course), and It's coming out for the 
Amiga before Christmas. 

The development of Mortal 2 has 
been shrouded in secrecy. Or at least, 
that's how it seemed to us: a month 
ago. The One heard a rumour that it 
was being developed, but that was 
soon quashed by another, more 
-authoritative, rumour which said 
that it had been canned. 

"I think there was 
-*ome doubt whether 
we'd get permis- 
sion to do it or 
V 
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not," explains Robert O'Farrell. alias 
Barg. the game's producer. "We had 
already begun programming it. but 
it still wasn't on for definite. We sim- 
ply had to make sure there was still 
a market there for Amiga games." 

This might sound harsh, but you 
have to remember that Williams, the 
company behind the Kombat games, 
is based in America. Even the biggest 
Amiga fanatic will acknowledge that 
the Amiga has never done as well in 
the States as it has in Europe, so 
most American developers automat- 
ically assume that there is no market 
anywhere — sad though it may seem 
— and for a British developer to con- 
vince them otherwise is quite 
an achievement. 

But the suc- 
cess of 
Mortal 




Kombat, released on Amiga just 
before last Christmas and reached 
number one in the charts, must have 
been a strong influence. Mortal Kom- 
bat was more than simply a beat- 
'em-up; it included 
blood, gore and 
more blood, three 
features which 
other beat-'em-up 
makers have been 
loth, or simply 
afraid, to do. 

"The main differ- 
ence between Mor- 
tal Kombats 1 and 
2," Barg explains, 
"Is that the first one 
had strong competition from Sfreef- 
fighter 2. This time the creators, 
Williams, thought 'Well, how can we 
revamp it?' They chucked out a cou- 
ple of characters like Sonja, 
but the five old char- 
acters which 
remained all got 
completely 
reworked. 
"Liu Kang had 
quite a few special 
moves added — in 
fact, all the charac- 
ters now have 
an average 



of five special moves. And Liu Kang's 
fatality last time was very poor." 

Fatalities, for Mortal non-believ- 
ers and gamers who've had their 
heads stuck in a platformer for the 
last year, are an 
interesting sideline 
for the talented 
fighters {or Mortal 
Kombateers, for 
want of a better 
title) who star in 
the battles. When 
the single battle is 
over, and your 
opponent is lying 
on the ground, 
bleeding, a deep, 
booming voice breathes the words 
'Finish him...'; and you're given the 
opportunity to kill him (or. indeed, 
her) in a way you choose. 

FU WATA PONG 

This could be ripping his spine out, 
cutting him in half with a buzz saw. 
impaling him on a bunch of spikes 
attached to your hands... and the 
moral minority is worried about 
Streetfighter 2 having an adverse 
effect on Britain's youths! But it is 
this very feature which makes the 
game popular; which raises it a level 
or two above the more 'normal' 



£ £ A lot of peo- 
ple last year reck- 
oned that the 
Amiga had the 
best version of 
Mortal I. J Pj 

Barg, Producer of Mortal 
Kombat ■ 
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The Amiga version will be an almost direct copy of the Mega Drive, which 
apparently only had 65% of the animation frames taken from the coin-op. 
Which isn't bad. considering an arcade machine would cost you thousands 
of pounds! It runs in a frame, though." Barg enthuses, pointing out that 
the screen update is very smooth, "and the animation still looks great." 
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fm-up games. And in the 
the fatalities have become 
more, ahem, fatal. 
~*> the original Liu Kang just does 
a cartwheel and kicks the other play- 
er That was his fatality," Barg 
explains. "This time, though, he 
morphs into a dragon and bites his 
: ; >onent. Or he can do a cartwheel 
and kick him!" he laughs. 

This choice of two fatalities 
stretches to each character, but it 
takes an extraordinary range of joy- 
sock moves to pull most of them off. 
The general rule is that the more 
impressive the fatality, the more dif- 
ficult the joystick manoeuvres are to 
make it happen. 

"I think there are 63 fatalities in 
all." adds Barg. "There are three dif- 
ferent backgrounds for each fatality 
as well, along with 12 babalities and 
12 friendships." 

Because there was such a media 
outcry about the general bloodiness 
of the original Kombat. the game's 
designers have included a number of 
nice features. Actually, they're not 
just nice; if the blood and gore are 
sick-making in one extreme, then the 
all-new 'babalities' and 'friendships' 
are a good two-fingers-down-the- 
throat in the other. 

"Babalities... are kind of like fatal- 
ities, but they're nicer because you 
change your opponent into a baby," 
Barg explains. "Friendships are a 
counter for all the blood and gore; 
the designers wanted a different 
aspect to the game. An example of a 
friendship might be Shang Tsung cre- 
ating a rainbow, while Kung Lao 
does a good one: pulling a rabbit out 
of a hat. Liu Kang does a disco 
dance. They're just an added element 
which makes it funny; and it's also 
a humiliation for the opponent 
who's lying on the floor — because 
he's expecting you to do a fatality." 



Players of the original Amiga game 
will be pleased to hear that the same 
team is working on the sequel. "The 
programmer has done a really good 
job again." says Barg. "He's actually 
worked bloody hard for the last few 
weeks, to make sure it all gets done, 
as have the others In the team." 

But there's an added art to the 
babalities and friendships too. As 
well as a head-spinning combination 
of joystick moves, you have to think 
about it beforehand and not punch 
your opponent during the previous 
round. So, say you've won one 
bout, and you reckon you're 
on for a definite second — 
and you think that a bit 
of humiliation is in 
order. In the next 
bout, if you kick your 
opponent to the 
ground, and not use 
your hands at all, j 
then you're on for a 
friendship. 

"It adds a lot more 
to the game," explains 
Barg. "Mortal Kombat II 
has shown up last year's 
Mortal Kombat as a really 
shallow game. It was good, 
don't get me wrong, but it really had 
no depth in comparison. They've 
improved it so much, the two games 
are in different leagues. I think, also, 
that the game's designers were 
annoyed that Streetfighter 2 was 
seen as better than their game, so 
they made sure this time around that 
they couldn't be beaten." 

KUNG FU TILE 

So any of you who — like me — were 
expecting MK2 to be nothing more 
than a data disk-style add-on for the 
original game are in for a shock. "I 
think a lot of people expected it to 
be just that," Barg agrees, "but with 
the huge sales of the original — up 




The compression routines used to squash Mortal 2 into RAM are so 
advanced, they actually work as you play. "As the game continues, the char- 
acter sprites are decompressed on the fly." Barg explains. "There would 
have been no other way to do it; it probably wouldn't have physically fitted. 
And even then the delays while it decompresses would have been far too 
long for players to bear." 
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To keep the speed of the game up to scratch, the programmers have taken 
out the tew background animations from each scene. "The most important 
tt»ng about Mortal Kombat 2 is payability." Barg emphasises. "If we kept 
the animations in. the game would slow down, and what kind of a beat- 
em-up is slow?" 



The 'Finish him' screen occurs when the opponent is close to death, wob- 
bling on his feet; and gives you the chance to execute a fatality. Perhaps 
understandably. Acclaim is keeping the actual fatalities, along with friend 
ships and babalities. a bit of a secret until the game's released. To keep 
as a surprise, you see. / 
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to four million people bought the 
game last year — we had to do 
something special. 

"It's a totally different game, real- 
ly," he continues. "It's so much hard- 
er, for a start. On a one-player game, 
you now have to fight 12 different 
opponents, and then go on to Kitana 
who is a lot tougher than he was last 
time. Both the end bosses are much 
tougher this time around. 

"And the graphics are so much 
improved," he enthuses. 'The sprites 
themselves are much more realistic. 
Last time they digftised them all in 
a really tiny studio, but this year they 
bought a special camera, costing 
about £30,000. and did it all really 
professionally. Quite honestly, you 
can see the difference in the sprites 
immediately. 

"In the mode we needed to use on 
' the Amiga you can only use 16 
colours, so we needed to plan about 
four skin tones which each of the 
characters share. Each character then 
has four or more colours of his own; 
and even after all that, they're still 
looking really good. 

"I know a lot of people last year 
reckoned that the Amiga had the 
best version of Mortal 1. For game- 
play everybody reckoned that the 
Amiga was the best. This year, the 
people who programmed the SNES 
have really got their act together, 
and we've done a really good version 
for Genesis (Mega Drive); so now 
we've got a lot more competition to 
make the Amiga version the best 
one. But we think we're going to 
give them a really good. 




Some of the fatal- 
ities even have 
their own back- 
grounds. 
"There's a Pit 
fatality where 
you knock your 
opponent off a 
bridge," says 
8arg, "a Dead 
Pool fatality where 
you knock him Into a 
load of slime, and hit 

skeleton comes up 
because the slime has melted his 

skin off. And then there's the 
Combat Tomb fatality, which 
Involves spikes..." Lovely. 

run for their money. 

Surprisingly, there were only a 
couple of concessions which the 
designers have had to make from the 
SNES version — which is generally 
accepted to be the closest to the 
coin-op. In fact, my eyes couldn't 
notice any differences at all between 
the two. but that's by-the-by. Basi- 
cally, to keep the Amiga up to the 
speed of the coin-op, they've had to 
take the background animations out. 
"It was a toss-up between having the 
background animations, which to be 
honest you don't really notice when 
you're beating someone up. or hav- 
ing a fast beat-'em-up. We figured 
that people would want a fast beat- 
'em-up. Every time. So the back- 
grounds are nice and pretty, but they 
don't move." 

And, as far as sound is concerned 
— a main attraction to Mortal Kom- 
bat II, with lots of voices growling 
'Fatality', and 'Shang Tsung wins', 
say — It's actually better than the 
Mega Drivel "We're getting 
more sound sam- 
ples in than on the 
Mega Drive ver- 
sion," confirms 
Barg. "There are 
the character 
names, and if any- 
thing there might be a bit 
more music. The title 
track, for Instance, Is 
excellent — it really gets 
me- going." 

This is the first Amiga 
game which Barg has 
worked on, and his work 
so far has elevated his sta- 
tus from Assistant Pro- 
ducer to Producer. Last 
Friday, in fact. "I didn't 
play the first game 
very much on the 
Amiga," he admits, "but 
now I'm producing for it 
'm finding it very inter- 
esting. Especially getting all 
the moves down to work 
with one button." 

WAN HUNG LO 

Barg also reckons that some moves 
are even easier to do than in the 
coin-op version, to the extent that he 




While Mortal 1 came on two disks, the sequel will have to be extended to 
three, as Barg explains: "We've kept In as many of the nice bits as we can. 
We've had to take out much of the presentation, though, because otherwisi 
we'd have to go to four disks, which would be too many. But we've been 
able to keep most things in; and I don't think that one special move has 
been dropped." 
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found himself doing moves which he 
couldn't do in the arcade. "Anyway, 
you find that seasoned Mortal play- 
ers don't use the special moves that 
often," he says. "They might do one 
per round, but most of the time 
they're jumping and kicking. 

"As it happens, I've just started 
working on another Amiga game," 
he continues. "It will be coming out 
next year. There's a big market for 
Amiga games; but as a publisher 
Acclaim has never done an Amiga 
product before. Even Mortal 1 came 
out through Virgin. But when it 
comes down to it, the Acclaim mar- 
keting machine is amazing. This year 
we're getting the Amiga version out 
just as Acclaim are re-doing their 
advertising for Christmas." 

The funny thing about Mortal 
Kombat is that the original coin-op 
wasn't that big a hit. Well, it was big, 
but not relative to other arcade 
smashes like Virtua Racing and stuff. 
It was actually the console and 
Amiga versions which made the 
game the smash hit it became. 

"When the console versions came 



And the contestants in this week's 
Celebrity Squares are: Top Row: Liu 
Kang (play the demo, friend*!), 
Kung Lao. Johnny Cage, Reptile; 
Middle Row: Sub-Zero, Shang 
Tsung. Kitana, iax; Bottom Row: 
Mileena. Baraka. Scorpion, Raiden. 

out. Acclaim put so much into the 
marketing of it, people couldn't help 
but go 'Wow!' And then you've got 
papers like The Sun going 'This game 
is filled with blood and violence', and 
condemning it, which all adds to the 
hype. This year, incidentally. The Sun 
is backing MK2 to the hilt. Its gam- 
ing section. Mega Guide, loves Mor- 
tal Kombat II. 

There is one more feature which 
Probe might miss out; the infamous 
'Fergality' which is hidden in the 
Mega Drive game. The programmers 
put a cheat option in. where the like- 
ness of Fergus McGovern. Probe's 
boss, appears; and you get the 
chance to. ah. 'finish him'. They 
didn't tell him about this, of course, 
and it was in the shops before he 
saw it. "I'm really not too sure if we'll 
get it into the Amiga," laughs Barg. 
"but we will try."© 
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Wizball, Mega-lo-Mania, Wizkid r Sensible Soccer, Cannon Fodder... Sensible Golf. With 
silly shoes, plus-f ours, and names like Payne and Sevvy, could golf ewer really be 
described as Sensible? Andy Nuttall chats to the man they're already calling 'Stuart'. 



s 



ensible Golf\s going to be... a 
golf game." This startling rev- 
elation is typical of today's 
Sensible Software. As you'll know if 
you read last month's Cannon Fod- 
der 2 W1P, Stuart Campbell is Sensi's 
latest recruit; »od when it comes to 
observations heVpretty damn sharp. 

Anyway, now we've established 
that Sensi Golf is actually something 
to do with golf, and not basketball 
or crocheting, we can continue. "It's 
< a game for up to eight players." Stu, 
ah. continues. 'Including computer 
players with four different skill lev- 
els. Actually, it may be eight skill lev- 
els, but there's some doubt about 
that at the moment. There will defi- 
nitely be 20 courses though, made 
up from 72 individual holes arranged 
in various different ways." 

As you can see, it's got an over- 
head perspective, with zoomed-ln 
close-ups for the putting sections 
(the pics with the big blokes in 
them). "In many ways, Sens/ Golf's 
similar to the GameBoy golf game," 
admits Stu. "We've taken our inspi- 
ration from that along with some 
other things to create a really acces- 
sible arcade-based golf game." 

Yeah, but everybody who pro- 
duces gotf games says that. There are 
loads of them,. yet hardly any could 
be accurately described as 'accessi- 
ble.' (What about -PGA European 
Tour, which is, as you'll discover on 
page 66, as accessible as Matt's 
pants? ie, very accessible indeed — 
Harry.). "Well," counters Stuart, 
"everybody who has played it so far 
can basically play It within a minute 
of picking it up. Which obviously 
isn't the case with, say, Nick 
Faldo's Golf. Popular and well- 
loved game though it is, it's still 




PROJECT: Sensible COII 
PUBLISHER: Virgin 
DEVELOPER: Sensible Software: 
Julian Jameson (Programming); 
Stoo Cambridge (Graphics); Chris 
Yates (Hole Design); Stuart Camp- 
bell (Development) 
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As the play approaches each green, 
the view switches to a close-up 
which shows the hole in more detail 
Although, as you can see, there are 
four players lining up on-screen for 
their putt; but it may be necessary to 
reduce It to two or three, depending 
on the final speed of the game. 



a pain in the arse for somebody like 
me to play, who doesn't know any- 
thing about golf." 

But surely Nick Faldo's Golf is 
aimed at people who know every- 
thing about golf. Is Stu perhaps sug- 
gesting that Sensi Golf is aimed at 
people who... perhaps don't even 
like the game? 

"Yeah, you could say that," he 
laughs. "As long you add a proviso 
that it's for people who like golf too. 
of course. Incidentally, we've been 
mooting the possibilities of doing a 
Sensible Casino, for people who 
don't like gambling!" 

Presumably this would involve 
hordes of little people pulling one- 
armed bandits and playing Crystal 
Maze and things. Eh, Stu? 

"Yes. Er. using the successful Can- 
non Fodder engine, you move your 
squad of gamblers around the cast- 
no... no. maybe not," he finishes, 
grinning lamely. 




The rules of real-life golf have been followed pretty carefully; including 
drop shots for landing in deep water, that sort of thing. But if your ball's 
playable, you can wade in and get it. "We've been looking at graphics tor 
the players who are up to their neck in the river," reveals Stuart. "That 
should be quite fun." 
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How much bigger are the players on the putting green then. Stu7 "Er. I'd 
-aiard a guess, completely roughly, end off the top of my head, about six 
times the size of the the little tiny ones." And of course, larger players mean 
greater potential detail — hence the guy with the white beanie hat. Or It 
could be white hair, apparently. 

HOLDING ONE 



So how far does Sensi simulate golf, 
then? Isn't there a danger, if the 
game becomes too arcade-y. of mak- 

ng it too simple? 

"With Nick Faldo's, or PGA Tour, 
or Leaderboard, you really have to 
memorise how far each club can hit, 
and things like that," claims Stu. 
"'Oh, I've got to hit 1 50 yards, that'll 
have to be a 9-iron. I think. Maybe.' 
And as an added bonus, you have to 
arrange your feet in the proper 
stance, and all that kind of rubbish. 
"With Sensi Golf, you just go 

Right, I want to hit it that way. I 
want to hit it this hard, and BANG! 
Away you go. The big thing about it 
is accessibility." 

Ah, so there are no confusing 

Swingometers' and things? 
"Well, yes; there has to be a 

Swingometer' to determine how 
hard you hit the ball, and whether 



you slice it or hook it." Gosh. 

Golf game connoisseurs will be 
interested to note that Sensi has 
taken the MicroProse Golf stance, 
rather than the PGA Tour, as far as 
Swingometers are concerned. Virtu- 
ally all golf games have a long thin 
bar. which determines the strength 
and the fade of shot; but MicroProse 
Golf differed because it had a circu- 
lar meter. A small difference you 
might think, but a very popular and 
successful one. And. if Sensi thinks 
it's easier to play... 

"It's amazing," enthuses Stu. "Like 
I say. everybody who's played it — 
even techie journalists — we've just 
said 'Okay, you do this, you hit that 
there and it goes there', and within 
a minute they've got it. However, the 
deviousness of the game lies in the 
design of the holes, rather than the 
player's knowledge of golf. Some of 
them are very fiendish indeed," 




»ow does Sensible do it7 The tiniest characters ever imaginable, and they 
atM look like they're concentrating as they swing the club! Stoo, the artist, 
« often considered lazy because of the tiny graphics (probably) — but con- 
bstently his characters are packed with feeling and realistic movement. 



TEA'S MOT 

Despite being driven to include aliens 
and 1930's gangsters in Cannon Fod- 
der 2, there are no such oddities in 
Sensi Golf. The traps are laid out as 
they would be on a real golf course: 
you know, bunkers, rough, out-of- 
bounds, woods, rivers, lakes... all the 
usual palaver. The designs may be 
"fiendish," but if it's basically a 
straight golf game where's the com- 
edy? All Sensible games have some 
jokes in there somewhere — is Golf 
to be Sensi's first 'serious' game? 

"There will be some little gags in 
there, but they're going to go in 
last." says Stu. "Currently, we're not 
near enough to completion to get 
them all In, so it's quite a serious 
game at the moment. It's a very 
straight golf game; but there's quite 
a long way to go yet." 

There is one major difference, of 
course, between this and most other 
Sensi games: the size of the players. 
On the putting green, the little guys 
are suddenly huge; detailed players 
with real hair, and limbs which move 
realistically. What's going on? 

"The ordinary players are the 
same size as in Cannon Fodder." 
admits Stu, "but in the zoomed-in 
putting section we've got some 
chunky big guys. That is only for the 
putting green parts, though. The 
game's still going to have that 'little 
graphics' look that all Sensible fans 
know and love." 




Perhaps it s more like a pitch 'n' 
putt, then. Or Crazy Golf, maybe? 
(Hey. I'm a journalist. I'm allowed to 
ask questions.) 

"No!" he exclaims heatedly. "It's a 
full, ordinary round of golf. There are 
SOO-yard and 400-yard holes, par 5s, 
and you get a full set of clubs." 

But, as Stuart said earlier, there's 
no real 'techie' stuff in Sensi Golf. It 
even selects the best club for you to 
take your shot. Ahh, innat nice? 

"It gives you the best choice of 
club, as well as how far away the 
hole is, and how far the currently- 
selected club will get you," Stu con- 
firms. "So you don't have to do any 
of the complicated working-out. 
Sometimes, though, there'll be a 
hole that's 160 yards away; but if 
you hit it with a 160-yard club, you'll 
land in some water. Because, of 
course, the distance includes all the 
bounce and things; so you have to 
think cleverly, and perhaps hit a big- 
ger club and make the ball stop dead 
near the target. That's where the 
gameplay. if you will, really comes in. 
After all, you should be wrestling 
with the holes, and not with the con- 
trol system — tha*'' —•- K -".ic phi- 
losophy." 

And it's a fine oi 

"I think so, too.' 




And here's a picture of a guy picking 
up his ball. Although, we must 
admit, this is actually a mock-up — 
that is. a picture which the artist has 
put together to show how the game 
will look — it does give a good 
impression of the quality and variety 
of animation. 
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Sensible is continuing its 'little peo- 
ple* theme, beginning with Mega-Lo- 
Mania and. most recently. Cannon 
Fodder 2. with Sensi Golf. It means 
that Sensi lovers will be happy, the 
layout of the screen is nice and sim- 
ple. "And." grins Stu. "it means therr 
are less graphics to design... Oops, 
no, I didn't mean thatl" 




Unlike other golf games, the course 
actually scrolls around to follow the 
flight of the ball — whereas, say, 
PGA Tour will show the shot, and 
then flick to the landing position. If 
you've seen Cannon Fodder, you'll 
know what to expect — because it 
uses a similar scrolling engine. 




Sensible's commitment to producing 
a "realistic, but ultimately arcade- 
like" golf game shows In these 
screens if you look carefully. The 
information panel on the left is 
much like any other golf game, with 
a small map of the hole (along with 
an arrow to show your position), 
the ball's current He. the club 
selected and the relative score 
of each player. Excellent. 
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e*3 

BnO" '■- 1"" 

Bubco NS..4 Pre— <• 

BUBBLE A SOUEAK CD32. 19.99 

B-bt*. 4 Soyeok A5O0/A1200 17 99 

BUMP N BURN C032. 19.99 

ft^potoum AS00/A12OO..I7.99 
BUtNTUAE 17.99 

CMM .odder C032 1999 

Cava- raid* 2 



.1999 
1799 

1699 

20.99 

C032 19.99 

17.99 

19 99 

17.99 

_ 18 99 

1999 

A 1 200. 19 99 

22.99 

C032 17.99 
CD37 13 99 



-.CD32 

A 1200 .26 99 

22 99 

27 99 

A1200/CD32. 1799 

8.99 

AI200 .19.99 

.AS00/CD32. 17.99 

12 99 

8.99 

J* 1200. 19.99 

A1200 18 99 

A5CQ/CD32 1999 



Juroswc: Pork 

ffig!"*"*- A.2O0/CD32 

Kd Choo. ~ — 

fcrtgP.n - **» 

King Pin - 

Kings Quest 1 Or 2 or 3 
Kings duett 6 



CD32 



19 M 
1799 
10 99 
12.99 
(2.99 

A500/AI200 22 99 
KNKWTSOf TMI SKT |1 WO).- »0.99 

UweSoitlorryl of 2 or 3 '2 99 

LMh «3 - 

I^TheCKJlenge otOol S=2=-!?*2 

llmliml ZJL CD32 1499 

UON KINO A1200. 19.99 

IMOhl - CO" 



lease* In. tmto 



Cartoon Collection piuyl 

eerDekae... - 

CHAMPION!** MANAOHINO Of MASON 

Monoor "olio 

Cno-*>tW>ip Mo-vager Comp*iaU^" Al 200 - 

Cho-ototsh.p Manager "aha Daiod>tk 

Choc, Eng*. *'»0 

Choc* Engin. C032 

Ch«.Roell42 C032 

Qmk Boo-d Gom* . 

CLASSIC COU1CTION 
CLASSIC COUJCTION • LUCAS ARTS .... 

C — ■ 

CLUB KXOTBAU ■ TMI MANAOIR 

Cohori2 

Cctut Classics 3 

Cpvntc Sponhaod 

;i„M\--.i 

C'tiis* lot ACorpt*. - 

Crvwol Dragon - 

CyUnpoca - - 

Cytwoor 

0 Day • Beginning of lh» End 

D DAV OVERLORD 

DARK SEED. 



1999 
1699 
1299 
12.99 

16 99 
1799 
1099 

17 99 
19 99 
13 99 

899 
19.99 

19.99 

1099 

._. 19.99 

1999 

22 99 

17.99 

17.99 

.1299 

19.99 

2299 
CD32.31.99 
22 99 
M.99 



Lo.1 V->.ng» 

Low. Turbo Tnlagy 

-n-prris. 
Mogicant Caw 



19.99 
.22 99 
.CD32 .22.99 

CD32 19 99 



CD32.22 99 

12.99 

1999 

(-1999 

Man lM«d fromMr UagsM Cfionipi Dotadiil 6 99 

M,-. Mov^cv. Ad^nK#» AI200/CD32 19 99 



SIM CITY JOOO . . ■ ■ ■ 

S>m City D>*v>* 

Sim Clawics 

Sim lw «~ 

Simon TH» Soroiroi 

Simo" Th* Sorovoi 

SIMON TH! SOtCEROt 2.... 
SIMON TMI SORCfROR 2.... 

■- .'Id . ' - - 

Shdmorb 

Stdmarki 

SocoKd 

Socc* ■•Oi" Monogar 

Son-or. Monoo«r 

Soup |Th. Saarch '<• Sloc») 

Spoca Mwi. 

Spota CAwst 1 o> 2 or 3 or 4 

SpndM 2 ™ 

Sparical WM* 

SvxoW Spacal Edihon 

SwT-ak 

Saaa>F 4 hMr2 

SlrJsa. - 

S.UJ 

Svbwor 20KI 

Subwor 2050 — - — 

S>*»rCar» - ■ 

S*»a*09 

. :.. -■ 

Supar Loopi - 

Supar loopi 

S-pa- h»r 

S»pa< Stardust 

Supraawcy 

Syndicola - 

Todicol MwOf* hjj* O Scorn*- a IwUw 

Toucol Monoga' 94/95- 

Taat Match CriaW - — 

T.fX — — 

l«_ 

TKi Big 6 ■ Diay 

TK. &k» * Tfc. GWy 

Tfw CU _ — 

THI OHATESI 

Thair FiisaW Mow 

THEME PARK , A12O0 OR ASO0. 22.99 

rSSSEZSSm DBiiXEAJOO/AoOO/A.JOO.^ 

TopGao.2 
fcaOaarS 



... AI200/CD32 .26 9V 

t--- 22.99 

..A1200/CD32. 26.99 

AI200/CD32 22 99 

17.99 

COM.. 19.99 

C032 19 99 

-1099 

17.99 

19.99 

„ 22.99 

12.99 

..8.99 
17 99 
.999 
A 1200 22 99 

12.99 

..CD32 19.99 

19.99 

A 1 200 22 99 



C032 

'ZZ'.'^'.'ZZ<xm. 

A500/AI200A3132 
„ AI200 

CD32 

CD32 

A12O0/CD32 



1999 
699 
1299 
19 99 
17 99 
1999 
12.99 
1999 
1099 

....2299 

1999 

1099 

1699 

AI200 26 99 
C032 22 99 
C032 1299 

22 99 

A 1 200 1 9 99 
„„. 31.99 



•AosH, A. D 
Mo.1.1 A*. 

Mego-ota 

M*ssang»: 

V..11 . . .1-. . 

Micro MockflM 

Mio/-yMo> 

Mio", Mo. 

Mihtory MotiarpaKat 

Monopoly — 

MomtKombol 

Mi Blobby 

rAAini laogua Hortay 
• . . > (oldo's Gof 



ON THI 

ON THI BALL 



CD32 .1999 
A5O0/A6O0/AI2OO..I799 

_ CD32 22 99 

19.99 

C033 2999 

1799 

_ AI20CL.ll.99 

A6O0/CD32 .17 99 

_ 19.99 

_ H99 

„ 20 99 

A500/CD32 1399 

A500/A1200..I799 

C032. 22.99 

A300/CD32. 19 99 

22.99 

WOULD CUP EDITION 19.99 

WORLD CUP EDITION.... A I 200.22.99 
..19.99 



Wat Anovt .... 
TOWER A5SUU-. 

Tnxon 2 _ 

Trap* N | hl— | _ 

Invial Purwi Daio« 

TURBO TRAX 

U FO. _ , 

UFO - 

ULIIMATI BODY BLOWS 

ULTIMATE PINBALL QUEST 



..CD32 .32.99 



DAWN PAT tOl - ASO0/AI200.33.99 

Dwol A500/AI200 22 99 

Dajmemanioc 
DaapCora 
Data" SnAa 
Dogfflkt 
PrOOanBQW 



CD32 



17 99 
.19 99 
12 99 
22.99 

AI200/CD32 22 99 



LEAGUE EDITION A1300.22.99 

1999 
18 99 
12 99 

FANTAMS 23.99 

A1200 19 99 



A3OO/AI300/CO32. 



i ... ■ 1 1 <->iW/V"» «.'' 

DftEAMWIB AS0O/A1 200/CDM .M.99 

D u -oaonMoW«2 AMO/A1200 22 99 

DynooW 

IMBRVO A500/CD32. 17.99 

fajwlMatl. CD32 2 99 
1MPI61 SOCCER '94 - 19.99 



UOO/AeOQ. EDM 



■ ni 



Epk • — — 

Ei>or>oi> 

ya of Tha BahokJa. lor 2 

F1 GrondPria 

f I Wo-U Chomp-inship Ed.tion 

5 St. A. Eogk 2 

H7CN>llanga/FTc,actX 

M9$>aol*F.gtr-. 

17ASAw*hhgh»a. 

Fields CX Glory 

» SOCCER 

■race - 



•'oshBce* 

F'«g>l Sim^lotC- 2 

tight Sim 2 Graot Iviia* Somary 

flflhr Sim 2 Jopan Soanary „ ~ 

f ligni Sim 2 Mo<-oi»an Scanary 

Fi,gW Sua 2 USA No 7 Washington Scanary 
'light S«n 2 USA No 9 O- <o|o Scanary 
*l,grii S« 2 USA No 1 1 Darren Scana.y 
'l.gW S-n 2 USA No 1 2 Na- York Scenery 

FVflh Sim 2 Waua/n European Tour 

1-N S 2 Scenery Co*etHon A 

fight S 2 Scenery Co*eclion B 
foobal Glory. 
Geneva 



1299 

C032 26 99 

12 99 

12.99 

19.99 

1299 

CD32 17.99 

_ 11 99 

12 99 

A5O0/A12O0/CO32 22 99 

19.99 

C032 .19.99 

26.99 



23 

2699 
13 99 
1399 
1399 
13 99 
.13 99 
.13.99 
13.99 
2699 
2699 



ON THE BALL 

Perihelion 

PGA Eurotour 

PGA lour GoH 

PINBALL DREAMS 

Pinboll ' omosies 

Pinball Fomaslei 

Pmboil Mag* 

Pinkie 

Planet Foafcal 

Potce CJ— « 1 c 2 c 3 

POPULOUS 21 

Po-en*«e 

Po-e-tK^e 

Po-ermongeri Doro t>isk_ 

PreaMtnt 

Prem*r Monog*' 2 

PREMIER MANAOIR 3. 

Prime Mo*w 

Prince Of Poreio 

Pre-edX 

*ro*et fc'F17Cholkmge 
*ro V-V-.S W I- Jliamy Con»ori Gnw Courts 2 
Pott. Squod. 

Quest for Glory I or 2 

RoiHtood Tycoon. — 

Heoeh far the Sk-w 

•euniOn ~ 

«ingi OI Medusa Gold 

RISE O* THE ROBOTS .... 
RISC Of THI ROBOTS .... 

Pile Of !t>e Robots 

Robinson's Requiem 

RUGBY LEAGUE COACH 

Rule* of Engagement 2 

RulPN" Ts-nW 

tyder Cup 

Ryder Cup 

Sabre Team * -i i i .... 
Second Seanvro" 



CD32-2499 

6.99 

A400/CD32 .19 99 
AI2O0/CD32 22 99 

12 99 

12.99 

19 99 
22 99 
12.99 
12.99 
12.99 
17.99 
12.99 
.6 99 
10.99 
1799 
899 
19 99 
.17.99 
12.99 
.12.99 
12 99 



Wolhalfa- lod Of IrAnily 

Voyages of Discovery _.. 

Vitol bgN 

Wot* of Rome 

Wemoley International Soccer 
Wembley imernoeonal Soccer 

We-4>iey Rugby league .. 

Wild Cup SacoC~ ~ 

W4d Cup Soccer 

WINO COMMANDER 

Wit n II — 

World Cup USA 1994 

WORLD CUP YEAR -94 

Wortds a* Legend 

WORLD CUP OOLF , 

Zee Wolf 

2°n«ed 



A1200 1799 

......CC32. 19.99 

A5OO/AI2O0 13 99 

CD32. 19.99 

_ 22 99 

1799 

CD32..I999 

17.99 

A1200 22 99 

CD32 19 99 

CD32. 19.99 

19.99 

17.99 

.AJOO/CD32. 32.99 
.19.99 
19.99 
1999 
12 99 
19 99 
17 99 
17.99 
17.99 
1999 
.„.„._ 12.99 

10 99 

1799 

19.99 

12 99 

CD32. 19.99 

19.99 

16.99 

mi9 19 99 



AS00/CD32 

A1200 

ASOOor AI200 
A500/AI200 
CD32 



COMPILATIONS 



CDS 2 



A12O0/CD32 
C032 



Gfabdul* 

Goal 

Gobhins 3 
Graham & 
Graham Gi 

3ir.M" G. 



ASOO/AI200. 1799 

19.99 

1099 

13.99 

22.99 

1 1 99 

19.99 

1999 



A500/A600/A 1 200 22 99 

...19 99 

ASO02S.99 

.A1200.27.99 

.C032 22.99 

22 99 

19.99 

2299 

17.99 

CD32 20 99 

A1200/AJ0O 17 99 

CD32 20 99 

AS00/A 1 200/CDJ2 1 9 99 
SICRH OF MONKEY ISLAND (1 MEO) 13.99 

S«.tofManU,ldond2 SSZrS:1l 

WbkSoccT: CD32 9 99 

Sensibie Soccer IntarnaW-sd CD32 6 99 

Sensiba Work) Of Soccer 

S.NSIB.I SOCCi. .NTERNAT 10 NAL IDIT.ON 13.99 

s*nui» 

Sh-ie Space fhght Simulator 2 99 

Sierra Soccer - * JJ 

Silent Ser.ica2 »■♦» 



i o* going to Press t&Ol 



SPECIAL OFFERS 



Alien Breed 1 

Arabian Knights A500/CD32 

Body Blows - 

Civilisation 

Championship Monog, 

Chaos Engine* 

Combat Atr Patrol 

Cool World »•■ 

SaESSrS&ri 

SlST'::::::::::::«bo/i"i5:::: 

Lpmmings 2 the Tribes -« 

Lotus Trilogy 

Nick Faldo's Golf V"" - ""' 

N Mansell World Champ ...Al 200 

Pinboll Dreams ~ 

Pinball Fantasies 

Premier Manager 2 

Sensible So«er 92/93 

Shadow Worlds 

Soccer KidA500/A 1200 

Tornado J\500/A1 200 .... 

Vikings... 
Walker ... 



urn 



zook:::::::::::=^ 



.12.99 
...9.99 
.12.99 
.17.99 
.16.99 
...9.99 
....9.99 
....8.99 
..12.99 
-7.99 
....9.99 

9.99 

..12.99 
...12.99 
...12.99 
...12.99 
...12.99 
.,.12.99 
...7.99 
.12.99 
...9.99 
...9,99 
...9.99 
...9.99 
...9.99 
...8.99 
.10.99 



ll 




ADI English (All Ages 
ADI French (All Ages 
ADI Maths (All Ages 
ADI GCSE Maths-English or Franch 

Better Spoiling (8-10) 

Better Moths (12-16) 

Cave Moxe (8 - 12) 

Fraction Goblins (8-13) 

Fun School 4 (US) or (3-7) or (7-1 1 

Fun School Point . Create (ovor 5*) 17.99 

Fun School Saoling Fair (7-13) 17.99 

Junior Typist (5-10) 

Magic Maths (4-5) 

Maths 



17.99 
17.99 
7.99 
22.99 
13.99 
13.99 
10.99 
10.99 
16.99 



10.99 

13.99 

(6-U)... ^ .... - 10.99 



Maths Mania (8-12) 

Merlin Maths (7-1 *)...— — .... 

Mickey's 123's(2-5) 

Mickey's ABC's 12-5) 

Noddy's Big Adventur* 

Noddy's Play Tima (3*) 

Picture Fractions (7- 10) 

Playschool (3-8) 

Reasoning with TrolU (5-12) .. 
Tidy The House (6-10) 



...13.99 
...17.99 
...13.99 
...13.99 
...16.99 
...16.99 
...10.99 

9.99 

...10.99 
9.99 



«OHLDCUP *£Af »W 

Sensible Soccer. 
C wptonsnip Manager S3, 
Stoker. Goal 
£19.99 


AWARD WINNERS 2 

Sensible Soccer. 
Zotf. Jimmy 
Whiies.Eatel 
119.99 


lotos of powih 

Slant Serwce 2 Red Baron 
RalroeO T«oon. Parsed 
Qansrai 
HBM 


TEAM 17 VOL 1 

Body Blows. 
Supertrog. OerOrive 
Cf9.99 


WAU XAL1 COSWtATOf 
Catron FoOtef SetfeTS 
CnaosErgne T2 

CI 7.99 


COMBAT CLASSICS 2 

F19SleaflrifigW*. 
Silenl S»rv<« 2. 
Pacific l&Lantts 
C19.99 


DElPHINE 

Ciaeelc Collection tuth- 
beck. Cnaae lor a corpse. 
Anotttat World, Oparetlon 
Steeitri. Future Wan 
I19M 


EXCELLENT GAMES 

ARCHER MACLEAN'S 
POOL. JAMES POND 2. 
SHUTTLE POPULOUS 
2 

C22.99 


LUCAS ARTS 
CUeatc CollaetWt 
Monkey laisnfl. Loom, 
sndy Jones Last Cmaaoe 

Advanivira.ManlK 
Manalona.ZaMMck.ackan 
11989 


THI HIG OTIi 

Diiry Adveniurea. Prince 
ot ins Volk Fc*. 
Crystal Kln 9 don. Doiy 
Uegiciand Diny 
Speibound DU-ry 
Treeaure Mend Oizxy 
FanuatKDUiv 
HUB 



JUNIOR ADVENTURE 



Robin Hood (8 • ) 13.99 

Scrooge (A Christmas Carol) (8.) 1 3.99 

The Three Bear. (5-10) 13.99 

Thomas The Tank Engine 

Wind in The Willows (6*) 3.99 

Wi.a.d O* O. 13 99 



JOYSTICK ft ACCESSORIES 



Joy flick I x ten ■ion 

Joy.lick Y Splitter 

log>c 3 Deltro Hoy Autofira JYI50 

Logic 3 Qualro OT Aulolire III 55 . 

Logic 3 Ouotro JT 1 M 

Logii 3 Logipod JT160 — ■■ 

10 Copociry 3.1" Disk Box ~— 

40 Copocity 3.S' Disk Boa - — 

10 Capacity 3.f Disk Bon _ .... 

80 Copocity 3.1" »»k Boa 

100 Copociry 3.1" Disk Boa 

Anolog Joystick Adaptor — 1~ 

Cheetati 1 25t ■■■.■—■ H i ■ urn 

Chaelah Bog. 



FreevAeel BMrfaf Wh 
Oravl* Adyartced Swrtcti Joyihck. 

Mouee — — — ~~ ™-i 

Moutetnot w m i— — — i 

Oravit Oome Pod n 

Quick ioy Jetfighlar 

Quick toy Pedals ~ 

Quitkjoy Topsrai i n i i 

Quiikioy Turbo 

So.tok Megoarlp N AutotSre «<320 
S»ra-«beoT 3, Spaofce.. SB303 

Suncom Slik Stick m i.i — — — - 

Suocom loc 2 - ■ i ■■■■ 

Wko "q" Srick . 



6.99 

4.99 

....10.99 
...10.99 

8.99 

....11.99 

1.99 

4.99 

3.99 

6.99 

......7.99 

4.99 

7.99 

....11.99 
....34.99 
....33.99 
....10.99 

1.99 

... .11.99 
....11.99 
,...17.99 
..,.17.99 

10.99 

10.99 

12.99 

5.99 

7.99 

4.99 



3.5 "BLANK DISKS 







TDK 


HtECI- 






VERBATIM 


S ON 






BOXED 


BOXED 






7.99 


6.49 


20 




14.50 


1 1 .99 


30 




21.99 


1 7.49 


4 0 




26.49 


24.99 


SO 




35. 00 


26.00 


100 


65.00 


49.99 



DED 

LOOSE 

5.99 
10. 99 
15.99 
20 49 
23.99 
44.99 



REC 
■LLC 1 
100 

4.50 
8.50 
12.00 
15.00 
1 7.50 
35.00 



REVIEWS INTRO 




40 CANNON FODDER 2 


Virgin 


44 JUNGLE STRIKE 


Ocean 


46 PREMIER MANAGER 3 


Gremlin 


48 PGA EUROPEAN TOUR 


Ocean 


SO ZEEWOLF 


Binary Asylum 


53 SUPER STARDUST 


Team 17 


56 FIELDS OF GLORY 


MicroProie 


58 LORDS OF THE REALM 


Daze 


60 MORTON STRIKES BACK 


Confused Pelican 


62 EMBRYO 


Black Legend 


64 UFO ENEMY UNKNOWN 


MicroProse 


68 CRYSTAL DRAGON 


Black Legend 


70 MAN UTD CHAMPIONS (CD32) 


Krisalls 


70 THEME PARK (AS/600) 


Electronic Arts 


71 ARCADE POOL (CD32) 


Team 17 


71 SOCCER KID(CD32) 


Krisalls 



HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplay. Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Probably. 

( THE VERDICT PANEL EXPLAINED) 



This plccy shows you clearly which 
Amiga - A500/600. A1200 or CD32 - 
the game is being reviewed on. 



This panel indicates who is pub- 
lishing and who created the game, 
along with essential info such as 
how much the game costs, when 
it'll be released, the control sys- 
tem(s) used, how much memory 
your Amiga needs to run it. how 
may disks it comes on (and there- 
fore how much swapping you can 
anticipate) and even whether you 
can install it onto your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great In static form 
but may be slow and jerky 'in the 
Mesh' which will be Indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
sn't based purely on the quality 
of the tunes and sound effects, 
but also on how welt they 
enhance the game. For Instance, 
an all-guns-blazing shoot-'em-up 
with a silly bouncy Jingle wouldn't 
-o well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun It Is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
65% or above Is considered an 
essential purchase. 



A 1200 







r 



The Amiga family is even bigger 
than ever now, with people able 
to buy A5 00/6005, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered In the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



0 






ANDY NUTTALL 

The One's pretend editor react- 

ted to his appointment by sod- 
ding-off back to The Land with 
No Vowels for a week. The reas- 
suringly-boggle-eyed plucker of 
the Cymric Harp returned forti- 
fied by his sojourn amid the 
slag-heaps of The Principality. 
* ' his ample belly swilling audibly 

with its sinister cargo of Mild and his confidence 
boosted by the lies of the hatchet-faced communi- 
ty of lace-makers whose familial bosom he besmirch- 
es with his candyfloss head. The first thing he said 
when he got back was: 'Oooh, Hello. I'm Aled Jones.' 



MATT BROUGHTON 

If the gleeted protomorph of our 
^afj newly-delivered reviews editor 

^■■^ wants to be taken seriously, 
^L^^Ul then he h.itf better '.top using 
the word 'pants' at the drop of 
*d W a hat, or indeed a trouser. If he 
wants to get on in this business 
^1 then that stupid. 'Oh look I've 
—^sssssc- j U ^t done something ever so 
handsome and clever' smile will have to go as well. 
You are not James Bond. Or Franz Kafka. You're a 
useless journalist working on Britain's second least- 
popular Amiga games magazine. What sort of name 
is KIAI anyway, oh would-be teen-idol? 



HARRY ATTRILL 

There's no fool like an old fool, 
and our Haz is both. Raised on 
rock, but with a mind more clut- 
tered than a tart's handbag, the 
arthritic prod ed has finally 
bowed to the inevitable, and 
reviewed some games. Why? 
Because he'll get the sack if he 
doesn't, that's why. For the 
record, he insists that he must be permitted to point 
out that computer games are all, without any excep- 
tions whatsoever, harmful to children, but that a 
career in the church definitely isn't; and you don't 
want to believe everything you read in the papers. 




| 1 J J 0 WINSLOW 

She looks cuter than a slice of 
baby-seal pie, but recently she's 

»j developed a tongue as sharp as 
.« her taste in clothes. At first we 
*■ put this down to her being a girl 
and that, but now we reckon it's 
pre-nuptial nerves. Apparently 
her boyf is not keen on her 'chal- 
■ ■ ' lenging' interior design for their 

home, which features Bacofoil curtains, mohair car- 
peting and furniture styled in Bahamian cork, which 
encourages the skin to repel excess moisture. Jo-Jo 
has put her daintily jack-booted foot down firmly 
and refused to consider 'something from Laura Ash- 
ley.' 'Who does he think I am", she fumed 'That 
utter twinkletoes Sarah Connor?' 
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You've only got to read our let- 
ters page to see how some 
people suddenly lose their 
sense of humour as soon you poke 
fun at something they care about. 
Most folks will happily laugh at jokes 
about death, illness, cruelty to ani- 
mals — anything, really — but as 
soon as the topic comes round to 
something they don't consider funny, 
they grab their pens and start writing 
hostile letters to all and sundry. 

I know I've done it. I laughed at a 
joke about cremation one week, but 
two weeks later it didn't seem so 
funny because we'd just had to roast 



(see, now I'm even making 
jokes about that'). That's just the way 
humans are. Mind you. though we've 
rattled a few cages in our time (you 
should see the effect calling a police- 
man 'Johnny pig' has!) no one has 
managed to surpass Sensible Soft- 
ware's excellent coup, whereby 
releasing a shoot-'em-up game under 
the heading 'War has never been so 
much fun' they managed to get just 
about every surviving old soldier up 
on their collective soap boxes (which 



anyone who's ever seen an ageing 
wrinkly over the age of 60 trying to 
get out of a chair will appreciate is no 
mean feat). 

Well, never mind your D-Days and 
poppy-day parades, Sensi is back, 
only this time it's cleverly avoiding 
any unwanted complaints by sending 
the familiar little green lads up 
against aliens, Chicago gangsters and 
medieval knights (the new motto is 
'War has only ever been this much 
fun once before'). 




MAPS A GO-GO 



Basically, things haven't really 

changed much since last time. You're 
still in charge of up to four 'troops', 
all controlled with the mouse, and all 
more than happy to shoot bullets, 
rockets and grenades at anyone you 
tell them to. 

The missions come thick and 
thatched; some short blood-bath 
affairs, others more absorbing strat- 
egy romps. None of it requires expla- 
nation, plot or instruction, because if 
you can move a mouse and tell the 
difference between a tree and an 
enemy sniper, you're pretty much 
sorted. O 
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As with the original Cannon Fodder (a phrase I seem to be using a lot) you can call up an overall map for the level you're currently on. As you can see, 
some levels are enormous sprawling multi-screen jobbies, while others are but a single screen in size, relying on sheer gittishness for their delight. 
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Seing a bit of a git. the first thing I 
did when I saw this level — complete 
with a field of pigs — was to run 
around shooting the little porkers. It 
was only once I got close enough that 
they got their revenge, turning out to 
be booby-trapped! Yes. get too near 
and you'll hear an evil little chuckle, 
complemented by a puff of smoke 
and the smell of bacon. In fact, look 
fust to the left of the cursor and 
you'll see an 'only just ignited' pig 
•bout to burst. Yuck! 




As rf things weren't hard 
enough on this level, there's 
atso an enemy chopper doing 
best to drop bombs on your h 
"-ough there's a friendly gun 
--■placement slap-bang in the 
••wddle of this level, you can on 
Mow the chopper up when it 
landed. This means that you 
Kave to get to the gun before 
afl the ene t/ soldiers kill 
fou. gun Ks m down 
-evenge!; .id then 
tamper t'~.l 
tf.j 
-^rty-bir.. 
ft 
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To keep the individual mis- 
sion themes consistent, it's 
not just the enemy that 
change with each scenario, 
but the vehicles as well. Gun- 
ships and Tornadoes weren't 
exactly easy to come by in 
the late twenties, so how 
d'ya fancy the latest in hot 
air balloons? Yep. get your 
little fellas into this beauty 
and It's zeppelins-a-go- 
go. Now. where's that 
stairway to heaven? 
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-^Fodder ?'s presentation is 
identical lo the original. * 
You'll also be glad to hear*.. , 
that tr wwdwf nmative 





(Circle): Some of the alien 
landicape is extremely weird, to 
say the least. Couple this with the 
force fields, indestructible robots, 
and bottomless pits, and you're in big 
trouble. Fortunately, on this level 
you've got use of a 
nice little vehicle 
which, as in the origi- 
nal game, can be 
driven over ramps to 
jump across to Indi- 
vidual islands. 

Hang on a minute! 
What's going on? It 
only about mission 
-five and some sort of 
UFO has appeared. As 
if I haven't got 
enough to worry 
aboutl I'll just bet 
that this ship is the 
key to the entire 
game's clever and 
almost novel-like 
plot. 
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Sensi really have surpassed themselves with the sheer gittishness of some of 
the levels In CF2. Though this particular level consists of only one screens- 
worth, it very kindly starts you standing between two barrels full of 
grenades. Suffice to say that as soon as the level starts, a gunner on either 
side of the screen shoots at you, giving you something in the region of 
one point six seconds to get as far away as @'%S possiblel Did I also 
mention that you only have one soldier to complete this level with? RUN! 
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There's no arguing that the Cannon 
Fodder concept is a brilliant one, but 
as far as reviewing it as a sequel 
goes, I must say that I'm a bit disap- 
pointed. Other than new title music, 
things are instantly "ever so familiar', 
with the same tunes, graphics, 
menus, briefings, sound effects etc all 
used throughout. This leaves the 
player feeling as if he's simply bought 
a data disk (for £35!), which I guess is 
okay if you live and die under the I H R I K I C 5 
banner of 'Why fix what isn't bro- 
ken?'. But if you ask me, it's just as 
likely to be laziness on the part of the i 5 B 11 II ■ 
programmers — how long would it 
have taken them to make things 
seem different, even if they're exact- 
ly the same underneath? Of course, 
to look at this as a data disk is okay, 
because with something in the region 
of 70 levels, some of which are quite 
huge, you're certainly going to be 
playing for a fair while — just as long 
as you don't mind more of the same. 
Apart from this apparent lack of 
'sequel-ness' my major criticism is the 
difficulty level. Both myself and Andy 
(not exactly crap games players) found 
some of the levels quite simply horrendous, 
and though I'm sure there'll be dozens of people writing in 
saying 'Oh it was really easy. I completed it In a day, you 
plonkers', I'm also quite sure that there'll be many, many 
more that don't. This is a real shame, as it takes CF2 close 
to being intensely frustrating at times. The time travelling 
and alien-encountering ideas are very nice and all that, but 
they only affect the graphics, not the gameplay. To con- 
clude, if you haven't got Cannon Fodder yet, buy it first. 
If you've got CF1, love it, and want seconds, only harder, 
look no further — but, if like myself you've played Cannon 
Fodder to death and would've liked to have seen the game 
developed in some way, I think you'll be just a bit disap- 
pointed with CF2. Still, it s excellent fun, and if it hadn't 
been so lacking in the sequel dept. It could easily have 
scored so much more... 




A1200 
CD32 



There are no plans to produce an A1200 or CD32- 
specitic version of Cannon Fodder 2, but there's a 
fair chance that an identical CD port with appear 
at some point in the near future. 



REVIEW 



Just as the consoles are getting 
to grips with Urban Strike, a 
downtown Washington-based 
slice of terrorist pie, us Amiga own- 
ers (or 'Amigans' as some wag seems 
to have re-christened us) can. ah, 
console ourselves with Jungle Strike. 
The second in the series of three 
Strikes. Jungle Strike follows on from 
the Desert Strike scenario where 
nasty, evil Middle-Eastern dictator 
General Kilbaba waged war on the 
US. Quite why he waged war is 
unclear (with my memory, at least), 
but the fact that the idea took the 
form of a game shortly after the Gulf 
War might shed a bit of light on it. 

Jungle Strike, though, is a whole 
different war game. This time it's not 
General Kilbaba who's the enemy — 
it's Ibn Kilbaba, his son. And 
although Ibn has no political prob- 
lem with the Allied forces, he cer- 
tainly has a problem with you — 
because it was you who was respon- 
sible for the death of his father. (Just 
how he knows that you bought 
Desert Strike, never mind killed off 
Kilbaba snr. remains a mystery. Per- 
haps he just doesn't like your filthy 
western face). 

So, having lobbed a minimal- 
Megaton nuclear bomb at some tiny 
atoll in the Pacific, to serve as a 
warning for any Allied force which 
might doubt his commitment to The 
Real Thing, he's now threatening to 
kill off a few innocent civilians. And 
that's when you're drafted in. Pilot- 
ing a similar chopper (a Comanche, 
twirly-bird fans) to last time, armed 
with, similarly, a chain gun alongside 
Hellfire and Hydra missiles, it's off to 
the jungle we go. 

Follow the mission briefings to the 
letter, and you'll do fine — because 
everything is laid out clearly for you 
in your cockpit. The position of mis- 
sile installations, barracks, fuel 
dumps and landing pads are shown 
at the twitch of a joystick; all you 
really need to do is fly — and when 
you meet an enemy, shoot him. It's 
as simple as that. Or, as they say in 
Kuwait, is it? 0 
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Jungle Strike'% nothing if not subtle. The enemy has built this super hi 
k tech hovercraft, presumably to ferry terrorists, or something. Anyway, 
ft it's protected by a similarly hi-tech forcefield. which can be destroyed 
II by... yes. shooting the big target-like thing next to it. Honestly, so 
B much for laser-guided missiles, you might as well just put up a sign 
Bfi saying 'shoot me'. 

* «■ ' (Left): Wait a mo... is this the right 

game? Sorry. I thought it was Desert 
Strike for a mo. Yes-sirree.we're now 
smack-bang in the desert plains, 
where Kilbaba'* troops are trained 
before entering the war zone 'prop- 
er 1 . The idea is to kill them all while 
they're still wide-eyed and helpless, 
so they can't do any damage. The 
training camps are easy to destroy, 
unlike their guards who are heavily 
armed and armoured. 

The second-to-last level (level seven, 
that is) is called River Raid — a bril- 
liant SWIV-style game from Activision 
on the Atari VCS. Sadly, the gameplay 
doesn't follow its namesake, but it 
does have some rivers in it. There's 
also an F-I117a Stealth Bomber some- 
where, but sadly it's so stealthy I 
couldn't find it. 




It's the 'Winter of Dis- 
content' all over 
again for Johnny 
Rainforest, as his 
trees up-root to join 
some lefty creepers 
on the picket line. Yes 
folks, it's a Jungle 
Strike and the Welsh 
Whirlybird Andy 
'Cyclical Stick' Nuttall 
has got the wrong 
end of it. Again. 





• might not look like it but this is real- 
ly a night-time operation. To show you 
it in pitch-dark would be silly, because 
(ft difficult enough to see your way 
around when it's on the screen. The 
only way to see anything is when the 
guns flash — which means you've got 
to start attacking things... or wait for 
Things to attack you. 



Strange, that a well-known world- 
wide al most-hamburger chain 
should show up in the middle of a 
war-torn jungle. Actually, it's not 
— but It is, in fact, the HQ of the 
dreaded towel-head, the evil Kilba- 
ba. And if you're skilful, you might 
even get to 'kill Kilbaba'. Ha ha ha 
ha haaaa. 




Get used to this screen, because it's where you start — and end — the first 
mission: to rid Washington DC of the evil terrorists. Carrying out your exten 
sive range of missions can be tough, but add Into it an extremely tight time 
limit tor each section, and you'll be straight back to base quicker than you 
can say "Saddam Hussein**. 



At several points in Jungle Strike you'll find that some Allied troops have 
been captured by the enemy. Rescue attempts have to be made. Syndicate- 
style, to kill the enemy and lower the old rope ladder for the good old 
Grunts. Strange thing Is. though, that you can't kill your blokes, which takes a 
lot of the suspense and strategy out of the rescue missions. 
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| THE VERDICT 

It might be petty, but the first wrong 
thing I noticed about Jungle Strike 
was almost at the beginning of the 
intro animation. Rising into a sky 
filled with the JS logo, your chopper 
faces you and opens up its weaponry 
to a rousing console-like soundtrack. 
As five or six missiles fly either side 
of your telly (obviously the pilot is 
blind, or aiming at a target just 
behind you) you can't help but notice 
the orientation of said armaments. 
The missiles, bless them, are actually 
flying sideways! Now, yes, that 
would be nit-picking, but sadly the 
same skewed missile technique has 
passed into the game. I can't speak 
for the console version, because I 
haven't seen it, but in Desert Strike 
on the Amiga, the missiles came out 
of your 'copter in a straight line. And 
they looked great. So where have the 
straight lines gone? And why? If you 
can bear that, then you'll find a good 
and challenging game in Jungle. The 
missions are more difficult than 
before, but they're still not stupendous 
ly hard — and your Comanche now has the 
added bonus of automatic weapon aiming; so as long as 
you fire in the vicinity of your foe, you'll get him. Somehow 
the game doesn't seem quite as threatening as Desert 
Strike, maybe because of the Gulf 'thang', and essentially 
for Desert vets it's more of the same. There's a wide range 
of new scenarios — not simply jungle, as it would first 
appear — which bring in all sorts of new characters and 
missions, but it's easy to be Initially put off by the first 
Washington level and all its lush, green but ultimately dull 
parks. Jungle Strike's a fine game, which will both prove 
a challenge for Desert Strike-ophiles, and a good solid 
blast for first bloods. Roll on then Urban Strike, for wee 
weesh to bomb zome of your Eengltsh townz... 
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Yeah, versions for both these machines will be 
released at some point in the future. W» don't 
know for sure what the differences will be 
although we can hazard a guess that there won t 
be any radical alterations. Informative, huh? 
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Yes, it's Premier Manager. And, yes, 
predictably, this time it's 3. But does Andy 
Nuttall think a third comeback is jus- 
tified? Ahh... now that would be 
telling. Er v which is what he is 
about to do. Interestingly. 





There are several things a 
reviewer hates. One is actual- 
ly having to review games. Of 
course, there are exceptions (Ruff 'n' 
Tumble. Aladdin, Elfmania, etc.) but 
for the most part we've pretty much 
seen it all before, and thus falling 
into cynical journo mode (do the 
words Penn and Gary mean anything 
to you?) is almost inevitable. 

The second thing a reviewer hates 
is having to snog a game to death. 
Okay, so it's a joy to play-test these 
things (again, the examples 
above apply here), but having 
to stroke them publicly for the 
length of several pages is a bit 
embarrassing. After all, there 
are only so many ways to say 
"I love you". 

But the thing a reviewer 
really, really despises is a foot- 
ball management game. And 
worse still, one that's any 
good. The reason for this? Because, 
for starters, there's no plot as such. 
We may be inundated with platform 
games, but at least each has a story 
line, and the same goes for shoot- 
'em-ups, adventures and RPGs. Bang 
goes your Intro. 

Also, underneath the different 
visuals and graphic frills, all football 
management games are essentially 
the same. With few exceptions, 
they're as up-to-date as humanly pos- 
sible, and allow you to arrange 
friendlier, edit your tactics, pick your 
squad, and make substitutions when- 

During each match, key moments are 
pulled out in the form of these still 
pictures. Okay, so this may not be as 
exciting at OTB'% method, but they're 
made more interesting with tha use 
of samples which proclaim (in this 
Instance): "Oooh, what a luwerly 
save..." However, after a few match- 
as things to tend to repeat them 
salves, as there is a set number of 
[•^H pictures and samples. 



Here's the main screen from which 
you control your footballing empire. 
Almost every conceivable snippet of 
information can be viewed from this 
screen, from how the Cups are pro- 
gressing, to all the league tables. 

The gorgeous bit of tatty in the 
black-and-white mug-shot on the 
left, by the way. Is in fact my girif. 
Actually, It's not — its merely one of 
the photos you can pick at the start 
of the game 

ever you deem necessary. 

And Premier Manager 3 is no 
exception. But neither was Premier 
Manager 2. Nor Premier Manager 1. 
So are these all the same game re- 
packaged and re-released? Wed, no. 
With each new PM chapter. Gremlin 
has at least tried to add things here 
and there to make the game subtly 
different. New features in this 
instalment include an Assistant 
Manager, an all-new match 
display, and stricter club 
chairmen who'll not 
hesitate to give you the sack if 
you're not up to scratch. 

Premier Manager Vets will 
undoubtedly be drooling 
already, but what about the rest 

Actually, 
copies the first two have sold, that 
doesn't really matter, does it? Q 




"Cor. it's just like FIFA Soccer but smaller," 
is one thing that couldn't really be said 
about the way the matches are displayed. 
As the game progresses, the players move 
around the pitch to indicate in which 
areas they're currently occupying. There 
are plenty of things to do other than sit 
back and watch the blokes legging it 
around. Vou can toggle the ball off or on 
(for some strange reason), change tactics 
and even speed up or slow down the action. 
Who said football was boring? 
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Before the season kicks off in earnest, you can opt to 
play up to four friendlies against teams of your choice. 
Although it's tempting to go for the big-name sides 
(though not In this case with QPR. of course), doing 
so will usually result in a heavy defeat which demor- _ 
alises your players. It's much better to challenge 
poorer sides as this gives you the opportunity to " 
experiment with tactics without too much risk. 
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The fax machine is an invaluable tool. Not only can you waggishly photocopy 
your bum and send it to the other managers, but the latest transfer news 
and info concerning grants, player injuries and your financial situation can be 
found here. 
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rt's good to talk, according to some bald-headed cockney goblin, and you 
can do loads of yakking in PM3. You can ring up a player and tack him 
{preferably on Christmas Day or something), offer him a bonus to increase 
his morale or even extend contracts and stuff like that. And If you fancy 
adding an extra player to your squad for no money, then call up a rival club 
and ask If they'll lend you a player. 



Out of all the millions and zillions of 
football management games doing 
the rounds, the Premier Manager 
series has always been the most user- 
friendly. Thankfully, that hasn't 
changed with this addition. The clear, 
bold icons representing the various 
functions are still there, so it's easy to 
fumble around the game before get- 
ting stuck into the manual. But It's 
only once you do start ploughing 
through the mighty tome that RAM's 
depth becomes apparent — no 
aspect of managing a football 
club has been left out of this 
simulation. This Is, one pre- 
sumes, why Gremlin decided to 
include an Assistant Manager, 
V and his help is Invaluable to the 
novice as he can concentrate on the 
day-to-day running of the club while 
you spend the majority of your time 
building up your squad and working 
out the most effective tactics. The 
game engine Is as solid as ever, 
enabling you to change almost every 
aspect of your team through trans- 
fers, altering the tactics, sacking play- 
ers and all the rest of it. But a lot has 
changed since the last PM game. Since then 
On The Ball has showed Amiga owners the level of In- 
match presentation they can expect. And, sadly. Gremlin's 
new Isometric representation of how the game's going Just 
doesn't come close to OTB's stunning animations. In Grem- 
lin's defence, though, this isometric view gives more Infor- 
mation than the previous method (which, you may recall, 
was just a load of flashing lights) and the superb In-match 
samples - the best of any footy game's, management or 
otherwise - manage to generate a tremendous atmosphere. 
It has to be said that Premier Manager 1 is the best the 
series will ever get. But I think Gremlin has added just as 
many bells and whistles to an otherwise plain game as ft 
possibly can. And although it deserves to sell as many as If s 
going to, I'm sure that even the most enthusiastic manager 
would think twice about buying a fourth one. 




A CD32 version would be almost impossible due 
to the amount of memory a saved game Alls. The 
future looks a bit more rosy for A500 owners, 
who'll be getting their own version — with fewer 
samples and slightly duller graphics — shortly. 
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Harry Attrill is holding something 
called a gjfffigk, but unfortunately it's 
not his tongue. The pen may be mightier 
than the sword, ah but is it tastier? Discuss. 
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You choose your club (though the computer will do this for you) select the 
best line (the computer gives you a default) and calculate the 'power' of your 
stroke as a percentage of the ball's distance from the pin, using maximum 
distance hittable by your club as 100 percent. There's a power meter at the 
bottom of the screen; and you have to click the mouse button once to start 
the swing, a second time to stop it and a third to bring the arm back to hit 
the ball. Fail to stop on zero, and you'll draw or slice your shot. 

hate golf; I like 
this game. 'Ah, 
but then life is a 
paradox', I hear the 
worldly-wise among 
you crow. Pooh, I say, 
and fiddlesticks I There 
is nothing remotely 
paradoxical, or even, 
to coin a phrase 
from Mart's Dad, 
who bought me 
a pint the other 
day, oxymoron- 
k. about the 
two phrases I 
have so teastngly 
juxtaposed at the 
beginning of this 
paragraph. Don't be vexed 
dear reader, soft, I shall elucidate. 

Golf is a game beyond my com- 
prehension. I get the bit about hitting 
a ball into a hole, and am prepared 
to concede that this might be fun — 
for a while. It's also, obviously, quite 
a hard thing to do and takes practice. 
I'm also all in favour of nice long 
walks. What remains is either very 
silly, or disgusting. 

The clothes are silly and the 
trousers especially so. The hats are 
absurd. 'Disgusting' are the Golf 
Clubs and the pathetic collection of 
'businessmen,' snobs and sundry 
social climbers who generally/; 
belong to them. Disgusting too, r 
the thousands of new golf M| 

■ I 




Hitting the ball property Is 
I a co-ordination cocktail, 
featuring a reactions teat, 
a fairground shooting 
range and subtracting very 
quickly at darts. Easy to get 
right. East to balls up. 

courses which will one day swallow- 
up all England with their mad pas- 
tiche of the Scottish Highlands. I hate 
golf, me. 

Fortunately PGA European Tour is 
sufficiently removed from real golf to 
render such rabid prejudice redun- 
dant. I do not have to walk through 
a plastic landscape carrying a big bag 
of sticks. I do not have to wear a col- 
lection of clothes knitted by David 
Coleman's mum and will never have 
to crawl in front of a suburban cabal 
of bank managers and dentists wav- 
ing a fat wad of cash and squealing: 
'Please like me. For I love my Volvo 
and will lick the evil smelling humus 
from its mud-flaps every Sunday, 
without fail'. I hate golf. 
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PGA European Tour is easy to grasp 
and rewarding to play. The menus are 
simple to use, the options are 'easily 
turn-off and onable' and you don't 
need to know the first thing about 
golf to enjoy it. The courses are varied 
(only a golf-fiend would know 
whether they are accurate) and have 
been rendered rather nicely by the 
artists, and In this respect the game 
represents a big improvement on PGA 
Tour. Water reflects the sky and balls 
splash dolefully when they hit It. 
Trees have leaves which rustle when 
a ball crashes through their branches, 
while the players swing like they do 
on the telly and share the same psy- 
cho-pastel taste for the sportingly I HBYHIIITT 
casual. The sound is the only 
marginally naff thing about PGA. The 
thwacks and swooshes of the clubs 
and the little squeak as the wind vane 
turns are fair enough, but the music is 
pretty dire and the claps, gasps and 
sighs of the crowd seem odd. Why? 
Well, because there is no crowd. Not 
a single sausage lines the fairways. 
And yet spooklly from somewhere 
there are these noises. When two or 
more of you play PGA (and this is the bril- 
liant thing about this game), the groans, expletives and 
exclamations of delight are for real — we all got told off the 
other day for 'having fun' in the office — and so the canned 
spectators, which aren't there anyway, seem superfluous. 
Golf games stand or fall by their control method and PGA 
scores a hole-in-one. 'Pars' and 'birdies' are gettable, but 
consistency is a bit of a bugger to achieve and this, they tell 
me, is what makes golf an addictive game. One player can 
kill a few desultory hours, but two, or three can turn a wet 
winter afternoon into a party. Which Is what comp 
games should be about. I like this game. 
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Matt Broughton always wanted a big black chopper like Jean 
Michael Vincent's, but seeing as how Airwolf was busy killing peo- 
ple, he settled for the next best thing — Binary Asylum's Zeewolf. 

When our good lord, 1 _ _ 

Simon Byron, was still Mtr * ' 1 ?c; *' 

with us (sob, sob) wo _ 
\ would of!' mi and quaff a fair 

few flagons of ale, slap our | L( v 

l\ Ihighy and set the world to 
^\ rights; often talking for hours 
\. about just what it is that 
1 makes us what we are. If 4 



makes us what we are If 




\ there was one thing that 
\ we agreed upon, it was 
that all real hoys love 
helicopters. missiles, 
and explosions As far 
as we were con- 
cerned, il you didn't like 
the above, you weren't 
worth spitting on. 

Well, the gently bald 
Inq one has indeed 
timed his departure 
poorly, because a 
game featuring 
\ • not only heli- 
copiers and mis- 
sites, but some of the most 
satisfying explosions ever 
has plopped into my lap 
(and svh.it a lap it is!). 

7et<wolf is a sort of strat- 
egy/shoot 'em up. but with 
the extra complication, nay 
graphical treat, of being in 
.* a 'scrolling ID polygon' styley. 
Ihi- plot is the normal 'y° u against 
the world' affair, only Ihis time you 
have the latest helicopter gunship 
at your disposal the Zeewolf. 
Armed with a limited supply of can- 
nons, plus missiles of both the 
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unguided and guided variety, it's 
down to you to work your way 
through some f 0 -plus missions, 
destroying specific targets, res- 
cuing key personnel, and gener- 
ally wreaking all sorts of havoc 
and mayhem over enemy territory- 
Each mission contains a number of 
sub tasks, which can be 
approached in whatever order 
you fancy, although it's obvious- 
ly advisable to, for instance, clear 
an area of enemy tanks before 
escorting an unarmed aircraft 
over that part of the map. 

Needless to say. if you a 
fancy a great deal of •' 
death and enplosions.^^^ 
you certainly might 
want to cast you eyes in this direction 
and remember, above all else. 
LOVE YOUR HELICOPTER' . 



The game is quite helpful in that it 
lets you know when you've complet- 
ed any of the specific mission objec- 
tives. Here I've just managed to take 
out two enemy choppers with my 
tasty homing missiles, and thanks to 
the accompanying message, I now 
know that's the last of 'dem 
buggers' I'll have to 
deal with. Now, 
where's the toilet? 
I'm busting. 
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This is the closest thinq you have to 
.i home the aircraft carrier By 
landing on thi' enormous X* you cm 
drop oft iiny prisoners, while any 
F J escorted cr.ift can also be sel down 
f > Ihe Carriers .ire generally set in -..iff 
areas of the map, so should you qet 
| your buttocks well .ind truly ro.istecl. 
' grab some armour-rewarding prisoners 
md gel back here as soon .is poss 



throughout the game, you'll find a number of 
prison buildings which can be shot open, allowing 
you to then land and collect the unfortunate pris- 
oners within. Similarly, when specific personnel 
are being held hostage as part of a mission, the 
enemy domes and garages can be blasted apart (in 
.i Kinder egg kind of way) to reveal the little dar- 
lings inside. It you can get these back to your carri- 
er without dying, you'll be awarded extra armour. 

Hurrah! 



As part of your overall mission, you'll quite often 
be asked to escort allied aircraft to specific 
targets. Escort duty is fairly simple, requiring you 
to just turn up at the pre-arranged rendezvous, 
and then, sr... escort (nice turn of phrase mate — 
Andy.) that chopper, aircraft or whatever to either 
a friendly carrier, or a military target. Of course, 
you need to make sure that any hostile forces are 
dealt with along the way. [Damnf Harry says 'shep- 
herd' would have been the perfect synonym). 
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This is a lovely little screen, allowing you to check your position on the 
overall mission map, as well as keeping an eye on your weapon and fuel 
supply. The main function of this screen is to allow you to scan over the 
mission objectives, checking to see which targets have been accomplished 
and which still remain. As you scroll through the various tasks, relevant 
lights pin-point enemy positions, allied craft, friendly carriers etc. while 
the miniature screen in the top left means that you can peruse at your 
leisure without worrying about what's going on back in the 'real world'. 



Before each mission you receive a briefing, outlining each individual task 
that must be completed before you can leave that particular theatre of 
war. Here you can cycle through the separate objectives, checking the 
map for highlighted areas and information boxes. This is a jolly dandy 
screen, as not only does it give you tons of waffle, but it also spells out 
the key objectives in NICE BIG WHITE TEXT. Very handy. 
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You'll be glad to know that you're not alone in 
this harsh world, and can actually airlift allied 
tanks, or Buffalo as we like to call them (for 
some reason), into the heart of enemy terri- 
tory. Providing you remain vaguely in the 
same area as the Buffalo, these happy chaps 
will trundle around shooting anything they 
see. You can also transport allied craft in this 

way. Groovy. 



On every carrier and frigate you'll find one of these strange-looking chaps 
chat go by the name of Camels. The Camel is basically a resupply vehicle used 
to rearm and refuel the Zeewolf . All you have to do is land nearby, and wait 
*oc the happy dromedary to oblige, as it inserts it little probe 'up you' and 
d oes the biz. You can then select how many cannons, rockets and homers 
you want (providing you've got the dosh, obv). 
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I don't want to kick off with a bum- 
mer, but the first thing you notice 
about Zeewolf Is how slowly the 
game runs. Get into a enemy Inten- 
sive situation, and things slow down 
to a chug-a-lug speed, leaving you to 
watch helplessly as your frightenlng- 
ly/frustratingly cow-like craft pulls 
the slowest turn ever in an attempt 
to get away from the infuriatingly 
accurate homing missiles. Attack a 
base with multiple missile launchers, 
radar, tanks and aircraft, not to men- 
tion any of your own Buffalo nearby, 
and things become very nearly unac- 
ceptable altogether. The mouse con- 
trol does go some way to improving 

the craft's performance, but Is ulti- I | L fl Y 1 1 1 L I T Y 
mately awkward and often saves 
your neck simply because you flail 
around wildly out of control or just 
bounce, like a nutter, off any avail- 
able surface. Came play-wise, Zee- 
wolf Is quite satisfying, with a 
'Desert Strike meets Apocalypse' 
feeling, as you blow up buildings and 
rescue hapless folk. The mission brief- 
ings are well presented, each accom- 
panied by detailed map pointers, while 
the numerous elements to each mission 
add a certain amount of strategy. The graphic style of 
Zeewolf Is its main selling point, although the target- 
ing system can be a little bit clumsy, 'homing In' on 
dead targets. Asylum has been kind enough to enable 
you to restart a mission without the loss of a life (pro- 
viding you have enough armour left), but the game's 
design means that you could spend 20 minutes completing 
a mission to 99 percent. Then should, say, a stray bullet kill 
one of your hostages, that mission becomes 'uncom- 
pletable' and you're sent back to the beginning. Perhaps 
this adds longevity to the game, but I personally found it a 
pain. An 80 percent mark puts Zeewolf one percent below 
extremely good. Top notch Impressive." This gives the 
game justice for what it Is; a decent strategy/ shoot- 'em-up, 
ultimately let down by its poor speed. Shame. 
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Zeewolf on an A1200 adds dramatically to the 
game's payability, simply because of the speed 
Improvement; so add some extra points. There 
are no plans to do an A1200 or CD32 version, but 
that may change if this version's successful. 
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SUPER STARDUS1 



Money for old rope? Certainly not — this 
game is completely different to its predeces- 
sor. Okay, so it isn't, but according to Andy 
Nuttall that's no bad thing. 
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Those software com- 
panies are getting 
more and more 
devious, you know. When 
the A1200 first appeared. 
"XMt publishers rehashed a 
'ew old games by simply 
tarting up the graphics and 
adding a few additional 
sound effects. This pre- 
sented us with a problem: 
how would we re-review 
essentially the same 
games? The answer, as it 
turned out. was easy — 
and let's face it. it had to be because 
Dave Upchurch came up with it. And 
so. in February 1993. our all-new sec- 
tion called 'Updates' was bom. 

For 22 months everything went 
smoothly. A1200, CD32 and A500 
games came and went without much 
fuss. Some games received higher 
marks the second time round, others 
wouldn't. And we were happy 
because it meant we didn't have to 
spend as much time looking at the 
games, and get in the pub earlier. 

But then Team 17 decided to get 
smart. You see. Super Stardust should 
really be stuck in 'Updates' because it 
is. after all. just a rehashed Stardust. 
But because it's got the word 'Super' 
in the title it is. technically 
speaking. a new 
game. So we're legal- 
ly bound to give it a 
full review. Hrrrr, 
hrrr harumph... 

. V 
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The more observant of you will 
notice that the ship has been 
redesigned. And this is not the only 
thing to get a fresh lick of paint. 
Everything, from the bullets to the 
backgrounds, have been redrawn 
with more colours and more anima- 
tion frames. The result is pretty 
breathtaking — especially the 
spiral of flames which wipes 
out any aliens in your imme 
diate vicinity. 

The original game was basi- 
cally Asteroids for the 
nineties. The plot had some- 
thing to do with an alien force 
disguising itself as rocks, and you 
— surprise, surprise — had to stop 
them from invading Earth. And it was 
quite brilliant. 

But what's new in this version? 
Well, the graphics have been 
'enhanced', obv. The sound has, too. 
Oh, and the game itself has been 
tweaked' so that it isn't as difficult as 
the original game, but it's still 
"T\ tougher than most games. 

And that, oh best beloved, 
in a cyber, spacey kind of 
nutshell, is that. 

Okay, tha old saying 
If it ain't broke, don't fix 
'it' is one we wholeheart- 
edly agree with, but is this 
the case with Super Stardust? 
Let's find out... A 
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THN^VERDICTT 

For all its technical wizardry, Super 
Stardust is initially disappointing. 
Fans of the original will recall the 
stunning title music which announced 
that the game had finished loading. 
With all the claims Bloodhouse was 
making during the Work in Progress, 
I was expecting a title track ten times 
more jaw-dropping than even that. 
Sadly (and you could tell this was 
coming), someone favoured a 
stranger rave 'thang' which is, to be 
polite, rubbish. As are the sound 
effects, to be honest. Once you get 
over this, though, everything is exact- 
ly how it should be — tradition- 
al, uncomplicated gameplay 
wrapped up in eye-popping 
graphics. Most changes 
are purely cosmetic. 
The asteroids crum- 
bling into dust is a 
nice touch, and the 
power-ups are now 
much more satisfying. But, 
once again, it's the tunnel sequences 
which really impress. Before, they 
just made you gasp — now they stride 
up and punch you in the gob. Several 
times. And they're by far the best bits to 
play, although this may have something to do with the fact 
that they're a damn sight easier than the rest of the game. 
In fact, the game's difficulty level is perhaps the most 
annoying part of Super Stardust. Okay, so it Is easier than 
the original (thank God) but with the strict time limits and 
rare energy boosters, it's going to take an extraordinarily 
talented gamer to complete this baby. Still, perhaps that's 
what you're after. As for whether you should buy this if 
you own the original... I'd say no, because the game's vir- 
tually the same (not that that's a bad thing). But as so few 
of you bought the original (you complete goons), this Is the 
perfect opportunity to sample a slice of gaming brilliance. 
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Team 17 will be re-releasing the original A500 
version of Stardust in the very near future, so 
any non-buyers must rectify the situation then. 
A CD32 version is also just around the corner. 
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It's a big railway station, a Euro smash bjfj^ £fl 
Swedish power pop combo, Abba and a dis- 
mal little spot in the Borinage, pronounce* 1 ffcj, vcnu ' t "' 
'Varterlow'. Harry Attrill gets right up 
Boney 's nose during the 'Dearest Mama' of 
all battles. 





Daring actual engagements opjXj^-ng forcd sort of meld into each 
other, but zoom in (like this) and you'll see' horses jiggle up and 
down and sabres waved about quite dangerously. To complete 
the picture, the sound boys have added appropriate crackles, 
screams, neighs and booms. 
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ow I do like a bit of military 
history, me. I watched every 
episode of Sharpe (that's 
only because you fancy Elizabeth 
Hurley — Andy.) and at school I had 
to read CS Forester's famously 
tedious Peninsula War yarn about 
some nutters pushing a very big gun 
up and down the Pyrenees. I even 
had some Airfix soldiers, but discov- 
ered early on that it was more fun 
setting fire to them and seeing what 
interesting shapes they made as they 
melted, than actually wargaming, a 
'hobby' which I still consider to be 
evidence of something sinister and 
unhealthy in the human psyche — 
like scouting. 

It's my belief that a decent bloke 
joins the cubs to fry sausages and 
sing rude songs round a camp fire, 
and quits just before he has to 
become a Scout. Because let's face it 
tying knots, however useful they 
may be, is no way for a young blade- 
about-the-town to spend his time. 
What I'm trying to say is that strate- 
gy without action is like a swash 
without its buckle — a bit wet. 

I s'pose Andy took one look at the 
Fields of Glory manual and panicked. 
The only reason I'm reviewing this 
game and not say, Sensi World of 
Soccer is that I am the only member 
of this team to have read a history 
book. Dr indeed any book. I just 
wanted to make-that clear. I no 
longer own a single toy soldier. 

So, Napoleon eh? Garlicky Corsi- 
can with a line in daft hats and a 
permanently sore left nipple. Or, 
the best Frenchman ever, and 
two-thlrds-of-a-litre sized mili- 



Fields of Glory is 
based around five 
battles culminating 
at Waterloo. Two 
of these confronta- 
tions are entirely 
fictional. But which 
ones, war fans? 



tary genius par excel- 
lence? And that Arthur 
Wellesley? Big nose, small brain and 
patron of vulcanised footwear? Or 
Big Nob. PM and fab soldier to boot! 
If you don't know what I'm on about, 
then I insist you read the manual to 
Fields of Glory because all you ever 
wanted to know viz said historical 
heavyweights is entertainingly con 
densed therein. 

But War. Huh! I 
mean, what is it good 
for? I'll tell you. If you 
ever fancied a nice quiet 
evening in with 100.000 
tiny blokes dressed like 
that prat off the top of 
the Quality Street' tin, 
the miniaturised contents 
of The Woolwich Arsenal 
(circa IBIS), a big dollop 
of imagination and my 
old history master. 
'Hitler 1 Lewis, then Fields 
of Glory will be right up 
your culverin.ft 
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FOG is a hybrid: half strategy, half 
combat, and features MicroProse's 
CQCS (Close-Quarters Combat Sys- 
tem) which lets you see things hap- 
pening close to (well, about as close 
as you'd get to a troop of Britain's 
finest). It's very like the combat sys- 
tem in Dune 2 — smooth, quick and 
an absolute doddle to use. The game 
looks like an animated diorama, and 
because the graphics try to create the 
illusion of a kind of cyber table-top, 
rather than the realism of, say, an 
episode of Sharpe, they leave 
most of the work to the 
imagination. To be honest 
I found winning at FOG a 
bit of a Morceau de 
Gateau (Harry means it's a 
bit easy, readers — Andy.), 
thrashed the pants off the 
of Imperial France by 
the dint of the simple 'strategy' of 
attacking everything under the Tri- 
colour, though I did eventually man- 
age to lose the battle of Waterloo 
twice on the trot by playing the game 
at the hardest level. Just to make sure 
my victories were not the result of 
some latent military genius, Matt had a 
few goes as well and also won, which goes to show that 
you can win wars with the intellect of a jar of bram- 
ble jelly if you're lucky enough to be born with 
the low cunning of a cornered polecat. The 
fact is that you can play Fields of Glory with 
much or as little strategy as you want. 



nivimiTT 



^1 85% 



armies 




J you car 

- ft 



as 




or as 

Whether this will turn buffs off, or attract a 
new kind of game player to a niche market is 
a moot point, (ie. I don't Know). FOG falls between two 
stools, attempting to bridge the gap between out and out 
strategy and a simple combat game; but perhaps one or 
the other would have served better fare. 

Strategy addicts should watch out for FOG on the 
ASOO soon. A CD3J version is alto due for Immi- 
nent release and will probably feature loads 
more military stuff and variations on the nifty 
Napoleonic theme. Courage mei bravetl 
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SimGty 2000 is obout to hit the streets. And if you thought the original version was addictive, prepare 
(or a 3D metropolis that even Aliens find out of this world. After terraining your own landscape, you'll 
discover new features like subways, schools, marinos and parks. 



Meanwhile, beneath the city's teeming surface, a complete 

*A1 200, A4000 with HD & 4mb RAM . . „, lU 

underground network awaits connection. Whilst you view your 

brainchild from multiple angles in stunning 3D, the local newspaper will be viewing your actions with a decidedly cynical eye, 
reporting your every move back to the Sims. 

Will you prove a wise leader or will absolute power corrupt you? With SimGty 2000, the excitement never slops building. 
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Once you've got yourself an army 
together, be it a gang of hired merce- 
naries or trained town folk, you can 
start to make your presence felt by 
taking control of surrounding 
counties. Thanks to the beauti- 
ful control system, this is 
executed by simple 'walking' 
the army icon across your 
county's boundary, 
where you'll usu- 
ally be 

approached by 
an envoy who you 
can either bribe or 
ignore. To take control 
of the county, you sim- 
ply need to move your 
army into the central 
city where you'll meet 
whatever defences 
they have waiting... 



Rather frighteningly, the simple com- 
bat sections in LOTR appear to involve 
more strategy than Fields Ot Glory I In 
a head to head with the enemy, you 
can alter the formation of your 
various troops, as well as 
layer them so that, for 

instance, the 
peasants 
run straight 
at 

them, 
while 
the 
archers 
fire from 
afar, with 
horseback 
soldiers flank- 
ing. All complete 
with cutesy anima- 
tions. Hurrah! 



Lock up your sheep, 
sharpen your swords 
and infect your 
friends with the 
Black Death. Matt 
Broughton gets 
carried away with 
Impressions' latest 
offering. On a cart. 

orset. Gloucestershire. Hamp- 
shire. Cornwall. Yes. all coun- 
ties. Not the most dynamic 
intro ever, I know, but when you're 
as desperate as I am to think of some 
'interesting' way to start this piece, 
you'll try anything. Essex. Sussex. 
Middlesex. Lancashiresex. (Matt, this 
is a transparent waste of space, just 
do your job — Harry.) Yes, all coun- 
ties again, but counties with a differ- 
ence — they all contain the word 
'sex' (apart from the one I made up) 
which happens to be a great word, 
right up their in the Hall of Grea] 
Words beside such legends as P^ 




Poo and Willy (Matt, the review 
please) — Harry.). 

Look. I'm sorry about that, but I've 
just had an enormous Kentucky Fried 
Chicken value meal (and boy did 
have to fight to get three hot wings 
and two pieces of chicken) and what 
with the time coming up to half past 
eight. I could really do with not hav- 
ing to produce an intro right now 
But of course, I will... 

Okay reader, how do you fancy 
taking complete control of one of 
England's fine counties? Well the year 
is 1200, and what with a severe lack 
of king-like control from young John 
(1199-1216 Harry informs me. yawn) 
this could be your chance to step in 
and rename all of Albion after your 
favourite footballer. Or something 
And, I hear you wonder vaguely, 
what do I have to do? Well, the first 
thing is build up the happiness levels 
of the people in the single random 
county assigned to you at the start, 
and after a few years (each 'turn' of 
the game takes a season) you should 
have enough taxes to start thinking 
about moving yourself into the 
neighbouring counties. You can 
either call in a proportion of your 
community and turn them into axe- 
wielding maniacs, or simply hire a 
bunch of well-hard mercenaries to do 
the dirty work for you. Once you've 
got yourself a little gang, simply send 
them off into foreign territory, ignor- 
ing warnings and threats sent from 
any of the five other human or CPU 
opponents, and kick the living poo 
out of anyone who gets in your way 
You need to split your attentions 
between heading your military forces 
and kaeping the inhabitants of indi- 
counties happy, but other than 
lit of crop rotation, it's all pretty 
instinctive Let's take a look... £jf; 
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This is the overall country map, containing all of the counties, players, armies, 
and traders that you'll ever encounter during the game. You can alter the 
level of visibility, basically acting as a further difficulty level, allowing you to 
see either everything going on out of your territory, or. er... bugger alf. The 
flags show who is currently in power, while crossed swords show armies rag- 
ing. Or at least being a bit stormy. 
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Though pretty much everything you need can be grown, farmed, mined for or 
built, it's always handy to speed things up by buying raw materials from any 
of the many traders who travel the land, ft's a simple affair here, just click on 
what you want to buy or sell, and enter the amount. It's always a good idea 
to keep ye ole ale stock good and high, as It's an invaluable tool if you want 
to instantly cheer your soddingly miserable villagers upl 
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(Above)You're not going to look very 
impressive as a king without a castle, 
but fortunately there's a number of 
castle blueprints or, should you feel a 
bit creative, you can design your own 
from scratch. This allows you to view 
your creation In a number of ways, 
while cute little sound effects accom- 
pany you. Whether you have enough 
materials is a different matter... 



This Is the scaled view that you watch the counties with for most of the 
game, with small icons of cows, sheep, crops etc. giving some indication of 
that county's make-up. Appropriately-coloured flags and castles appear 
depending upon who is currently in control of that area, while scavengers 
show up wandering the land freely and eating all your stash. Gits. 
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don't ya' know! If you'd told me that 
I'd have fun being a cattle farmer, 
selling sheep (back, I say Andy, back!) 
and trundling little soldiers around 
the counties killing innocent peasants, 
I might have looked at you in my spe- 
cial way. But, having wasted a huge 
chunk of my week doing exactly that, 
ft has to be said that Lords Of The 
Realms is a bit of a sweetie. It's very 
similar in many ways to Mlndscape's 
Genesis in that you first have to play 
the game as a sort of Sim-village; 
feeding, taxing and generally looking 
after your bit of country, before you 
start thinking about putting together 
some sort of army. Presentation is IjLnYMILITY 
excellent throughout, making good 
use of drag bars to make sure you 
always know exactly what's going 
on. I particularly liked the animated 
seasonal weather and event report, 
but generally the graphics are very 
tasty throughout. And though they're 
never really earth-shattering, every- 
thing looks neat and pretty. Sound- 
wise, If there's one thing I'd pull out 
for a special mention, it'd have to be 
the In-game tunes, which manage to win 
awards for being not only some of the most irritating 'dit- 
ties' ever, but also the most catchy (you hate them, but still 
find yourself humming along, if you know what I mean). 
Other FX are charming, and generally of the spot type — 
send a messenger and you hear the horse set off, build a 
moat and you'll hear trickling water — that sort of thing. 
You also get a dinky fanfare whenever an important mes- 
sage appears (which manages to clash with the main tune 
in a most horrendous way. Well done Mr Music!) To sum- 
up, Lords Of The Realm obviously won't appeal to every 
games player, and If you're looking to get Involved in fast 
and furious action, look elsewither. But ff you fancy a 
detailed Risk-esque strategy game with more than Its fair 
share of visual niceties, then step right up me young shaver, 
I may just have something to tickle you with. 
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The standard Amiga version will be out in Decem- 
ber, with no changes apart from the missing 256 
colours. As far as Daze knows, there are no plans 
to produce a CD32 version But then again, Cliff 
knows nothing. (Only joshing mate!). 
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Standard platform captions here »'m afraid. It'* 
all very pretty and refreshingly simple, but 
other than that. er... there's not much to ' 
you about. Looks nice though doesn't it? 
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'Mr PD r himself, Matt Broughton, (seedy 
More like — Andy) steps forward to look at 
a self-published game with humble origins. 
Yes, Public Domain is about to take over... « 
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ands up who remembers a 
PD demo/cover disk going by 
the name of either Smidge or 
Morton, There. See Andy — I told you 
more than five people regularly read 
'PD Zone'! (Oh yes. Look. There are six 
hands in the air — Harry). 

Simplicity was the name of the 
game with Smidge, and though he's 
grown up, you'll be glad to hear that 
he still remains true to his origins. 
Being an ex-PD game, it'll come as no 
surprise to find that Morton Strikes 
Back is a mish-mash of popular plat- 
form games we've seen over the past 
few years; but take the 
graphical simplicity of 
James Pond 2 and 3, 
plus a 'few' ideas 
from Mario, et 
voila! — com- 
mence au festi- 
val de la Mor- 
ton. Alors. 

The author 
has, very wisely, 
sub-titled the 
instructions with 
the bold legend, 
'Totally Dispensable 
Plot', and goes on to tell 
of how Morton has decided to 
prove himself to his parents by, 
well... er, running through lots of lev- 
els, collecting points and fruit, and 
killing cutesome creatures. Just the 
sort of thing to make mum and dad 
proud, I'm sure! 

Anyway, as I'm sure most of you 
will have realised, this basically 
entails lots of platform leaping, 
baddy head-jumping, apple icon 
collecting, and any of the many 



Not one to miss out on a 'variety 
opportunity', Morton includes watery 
levels where you can choose to travel 
above ground or have a swim with 
the little fish. This alters your control 
slightly, slowing you down and 
adding the further risk of falling off 
the bottom of the screen. 
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Anyone who 
knew the origi- 
nal PD demo of 
Morton will 
remember the 
'Rescue 

Penguins' bonus 
evels. Here you 
must search the 
level and lead all of 
the beaked, flightless 
chaps to a specific door- 
way. Often you have to 
abandon the penguins and move 
on to open pathways from further 
points in the level. Poor little mites! 

hundreds of things that we've come 
to expect from cute platform games. 
Of course the difference here is that 
it's not being released by some soft- 
ie-giant like Ocean or Virgin with a 
£29.99 price tag. No sir, Morton 
Strikes Back is yours for just £7.00. 
So, is it worth the price of seven 
cheeseburgers? Q> 



'd have to be some sort of git to lay 
into a platform game for the A1200 
being sold for only £7.00, but there 
are a few strong words to be put to 
the otherwise pleasant Morton. Now 
it could be that I'm losing my 
patience as I get older, or it could be 
down to a lack of experience on the 
programmer's part, but I find a good 
number of these levels frustrating. It 
seems to be filled with baddy 'attack 
patterns' involving both an aerial and 
ground assault, coordinated so that 
you can't avoid hitting one of them. 
You can, of course, turn around and 
wait until their slightly different trav- 
elling speeds create a bit of a gap 
between them, but that's boring and 
wastes precious time. The only other 
criticism is that though 
the game boasts more 
than 80 levels, many 
of these are nothing 
more than a few 
screen wide, and feel 
like more of a bonus 
round than a real 
level. These two moans 
out of the way, Morton 
really is quite impressive. It has variety, with 
underwater levels and 'Rescue Penguins' levels, not to men- 
tion the forever changing graphical backgrounds. Options- 
wise, Morton is more than superb, allowing you to choose 
from five different game types, as well as setting the time 
limit and number of lives available. A password system is 
included, but if s the sort that stores your attributes as well 
as your position — so don't expect an easy ride! Though 
Morton isn't exactly an original game, it certainly puts 
some of its full-priced counterparts to shame (are you lis- 
tening down there in Crinkly Bottom). Er... other than that, 
what can I say? Jolly well done! 
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Both the standard, less colourful non-AGA version 
and the A1200 version can be purchased by send- 
ing a £7.00 cheque made payable to D Parsons at: 
Confused Pelican Software, Oakfield Lodge, 

Beauchamp, Taunton, Somerset TA3 6SG. 





This one hasn't got 
anything to do with 
foetuses, sadly. Which 
is why we let Matt 
Broughton near it. 

Some clever scientists would 
have you believe that the 
Dinosaurs were wiped out by a 
giant asteroid which crashed into the 
Earth, killing millions instantly and 
altering the climate so drastically that 
the survivors died from starvation or 
exposure. 

Not so. say Black Legend and 
Beyond Arts. 

According to them, it was in fact 
the invasion of an alien force that 
caused the extinction of Messrs Rex, 
Raptor and the O'Sauruses. This race 
buried embryos deep within the earth, 
so that one day their descendants 
could rise and take over the planet. 
Unfortunately, this plan would take 
time - over 6S million years to be pre- 
cise - and what the aliens hadn't 
counted on was the evolution of man. 
Something had to be done... 

This brings us up to date, and the 
current situation is not good. The 
aliens have almost beaten mankind 
into submission. Thankfully, there's 
still one thing standing between this 
hostile force and total victory: the Ter- 
rain Liberation Front, an organisation 
formed by the United Nations. And 
you are its ace fighter pilot no less, so 
it looks like the fate of life as we know 
it rests in your hands. Again. 

This load of old twaddle paves the 




Controlling your plane is pretty intu- 
itive. Moving the mouse forward or 
back raises or lowers your nose, while 
swinging it left or right causes it to 
bank In that direction. The left mouse 
button fires the selected weapon, and 
holding down the right mouse button 
and pushing forward or pulling back 
increases or lowers your speed. 




The bottom right-hand corner of the 
screen is the place to look if you want 
to know how much longer you're like- 
ly to last. The simple rule here Is the 
more red on screen, the less likely you 
are to live. 

way for a futuristic flight sim. split into 
twenty missions. At the start of each 
mission, you're given a briefing which 
details any targets or specific threats 
you're likely to come across. Then it's 
HUDs on, and c(h)ocks away as you 
launch off to kick alien butt. O 
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If you're interested in a spot of two-player action, then get an Amiga-own- 
ing mate to bring his machine along. Using a null-modem cable, you can 
link two computers and fight against each other — which we reckon 
would be a right laugh. We don't know, though, because we've only got 
one working Amiga at the moment, you see. 
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Rather than constructing Embryo's 
game world from millions of fancy, 
Gouraud-s haded polygons, Black Leg- 
end has opted to use only simple 
graphics. This pays dividends as, even 
on basic Amigas, Embryo moves like a 
nugget of greased lightning on oily 
lard (speeds of up to 50 frames a sec- 
ond are claimed). Thankfully, it plays 
fairly well, too. It's very easy to get 
into, with the mouse proving the most 
effective of the control methods on 
offer, and the on-screen help such as 
the radar and head-up display com- 
bining to make everything as hassle- 
free as possible. Which is something 
that can't be said about the aliens. 
These have to be some of the hardest 
beings ever seen - either that or some- 
one's swapped your bullets for peas. 
Even the weediest of the lot are quite 
happy to take at least ten hits before 
they explode, which is initially very 
frustrating. It takes a while to become 
skillful enough to avoid the enemy 
craft without sustaining too much 
damage, but once you've reached a 
level of competence, things do become 
much more enjoyable. And it's only then 
that you start to fully appreciate the work 
that's gone into the game. Fallen aliens usually emit smoke 
in their death throes, which is very impressive. And the walk- 
ers actually collapse when they've had enough, much like the 
AT-ATs from out of Star Wars. The only thing the game is 
missing Is a chase view where you could follow your ship 
from behind, like In most flight sims. Embryo is a hard game 
to rate. Some will love it, others, er... won't. Only those who 
are prepared to persevere are likely to get the most out of it. 



No A1200 version as such, although 3 2b it 
owners will, of course, benefit from having a 
fast processor, so the action is much more 
smootherer. No news of a specific CD32 ver- 
sion, though. 
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Look! Up in the sky! Enormous sausages 
quite literally hurtling back and forth against 
the midnight panorama. This is a job for the 
planetary defence president — call for Matt 
Broughton! Er... 



Would you mind doing 
something for me? Okay, 
sit on the floor with your 
legs crossed, or even better, in a half 
or full lotus position. Right, now hold 
your arms out slightly to the side of 
your body and pinch your thumb to 
your middle finger (yes, I know you 
look silly, but bear with me). Lastly, 
close your eyes, think about flowers 
and love, and them hum "OM" Well 
not really just an "OM" but more of a 
"OMMMMMMMMMM". 

You might be wondering what all 
this is in aid of, but it is in fact, what 
about ten thousand people were 
planning to do a few months back 
under the banner "Love and Peace 
comes to Earth". Yes, sad but true, a 
'love person' recently handed me a 
leaflet in Greenwich Market inviting 
me to join with the aforementioned 
loony masses to "...create the great- 
est planetary balancing into Harmo 
ny and Light ever known with a com- 
bined eight minute OM (AUM> 
delivered by thousands at Wembley 



and linked across the world". They 
needed "quality singers of peace and 
light". Needless to say, I didn't apply 
The only reason I've chosen to tel 
you about this now is that it sprung 
to mind that, should some alien civil- 
isation have been watching us from 
afar when this event occurred, they'd 
probably think us mad and send all 
their videos of the huge "OM" in to 
the alien equivalent of You've Been 
Framed (probably hosted by an alien 
looking uncannily like Jeremy Beadle).- 
And the tenuous link is that UFO 
Enemy Unknown, actually puts you in 
the excellent position of running the 
united Earth defence force (known ai 
XCOM) against an alien invasion. You 
need to set up bases across the face 
of the planet, monitoring UFO activi- 
ty, dispatching interceptors, and con- 
trolling soldiers in one-on-one situa- 
tions. Research is essential to your 
success, so you need to bring in the 
top scientists from around the globe 
to examine and copy captured alien 
technology. Let's rock! 



Apart from gathering alien weapons and artifacts after a mission, you can 
collect alien corpses and soldiers for your scientists to pull apart for Kicks. 
As well as being an entertaining sport (Just watch those letters roll in, vivi- 
section fans!) it can give valuable clues as to that particular species' weak 
points. (Is it really for that reason, Matt? Or are you the type of boy who 
used to pull legs off spiders in a boring Physics lesson? — Andy.). 



When shooting aliens, you can choose from various types of shot e»cli wrth a 
different accuracy and a different cost. Once you've selected which weapon 
and which shot, just mouse over to the green git and fir*. If you finish a 
turn with movement units to ipare> you can participate in 'opportunity 
fir*' which basically means that your man will fire upon any aliens it sees 
during the bad guys' turn. Handy huh? 









(Above): Hello, this is where I live, and tfitui are all my friends. Yes, home 
tweet home, this Is my base (of which you can have up to eight) where most 
of the real business goes on. Here you can see my aircraft hangars, living 
quartan, labs, alien containment, and. ah. other things. After a while 
things start to get a bit crowded and you need to start transfer- '^^n 
ring between bases, but at this point in the game I've only got 
one other base (see the Icon at the top), and that's mostly 
working Just as another radar centre. Pah! Bad planning 
on my part, really. 

(Circle): As with Laser Squad and Sabre Team, the 
strategy/action bits are turn-based sections, givin 
each soldier a set number of units to spend walk- 
ing, firing etc. The icons along the bottom enable 
you to move soldiers and change their 
equipment, along with a handy button which 
automatically Interrupts your move to leave 
enough points for either snap, auto or aimed 
fire in Opportunity mode. You can also see the 
energy, health and morale of your soldier. 
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Once you're wkhin range qd the offending 
with this screen enabling you to choose 
be aggressive with the large U 
should try to avoid being 

craft or else you'll damage possibly 

recoverable artifacts and life forms. If you -. j 
manage to shoot the UFO down, either by ' 
accident or with complete malice afore- 
thought, it's time to call out the 
Sky ranger craft, complete with 
hardy ground troops. Hut hut hutt 

Below): You're not the only one 
able to have bases, and should 
the aliens get enough ships 
past your fleet, they can and 
will set up their own. Once 
detected, you can move your 
troops in to take control of 
the bases but. needless to 
say. things get more hairy 
than DLT. Incidentally, the 
pink splatty-looking things 
are dead aliens; the alien 
plant-looking things are. er... 
alien plant things, and the 
dark bits ate. um... oh bugger. 
Well, at least you know what 
mean. Probably. 



(Above): Here we see one of my loyal soldiers (with a familiar name) all ready 
for a good fight and just begging to be loaded up with as many weapons as 
possible. As you can see, there are all manner of places to keep my stash, 
although you will find that if you overload any one person with too many 
toys, they'll find it very hard to walk very far without collapsing in a heap 
(just like Naomi Campbell. Only without the knickers). 
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(Left): This is your main control screen, attractively named the Gooscopo, 
From here you can monitor what's going on across the Earth's surface, as 
as speed-up the passage of time (to avoid boring Sunday afternoons). 
Depending on how strategically your radar posts are set up. you'll detect 
UFOs as they appear over specific areas, and you can dispatch your 
ceptors and ground troops to deal with the problems they cause. 
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Once your scientists have 
worked out how to make 
motion scanners, they can 
be invaluable during com- 
bat for finding out exactly 
how many aliens are 
around and how quickly 
you're going to die. Well... 
er. things don't look too 
groovy here, and the 
chances are that I'll be 
shuffling off this mortal coil 
within the next ten minutes. 
So goodbye then, you've all 
been great. No, really. 
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All this alien hunting costs money, and what with the price of equipment and 
base facilities, you're going to need some serious funding. Fortunately, 
because the planet is now very 'together', the numerous countries will be 
more than happy to have a whip-round as long as you've done a fair job of 
protecting their home land. The easiest way to keep a check on this is to use 
the various graphs to see which countries have reported the highest UFO 
activity, and how you've reacted. You can also use these graphs to show your 
overall activity levels, not to mention the usual financial reports. 
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HUD 



I THE VERDICT 

I've been waiting for UFO for a long, 
long time, and I can happily report 
that It was worth it. For a big fan of 
Sabre Team and Laser Squad, UFO 

is a bit of a dream really, with 
improved graphics, an incredibly well- 
Implemented control system, and the 
excellent injection of planetary strat- 
egy. Playing from floppy isn't too 
unpleasant, and apart from when the 
game changes between the general 
and isometric modes, there's very lit- 
tle loading time. If you have a second 
floppy drive you'll hardly ever have to 
swap around, and even with one, the 
data has been thoughtfully located — 
though you will have to be just that 
bit more patient when playing. For 
anyone such as myself who loves 
toys, UFO has got them pouring our 
of its ears, and with the chance to 
steal alien technology, the sky's the 
limit as far as nice big bang sticks go. I HSTMU1TY 
There are a decent variety of aliens to 
encounter, and it's good to see that 
they do actually act In different ways 
rather than Just looking different. So 
okay, if it's so great, why have I only 
given it top eighties and not some 
scorching ninety nine percent? Well it's V 
quite simple really. Though the initial 
isometric battle sections are nice and fast 
running, once you start taking down the very large UFOs or 
move to a civilian area to help at a terror site, you can be 
looking at a wait of up to fifteen minutes per 'Hidden Move- 
ment' (ie the computer taking its turn). This was the sort of 
thing that buggered up Sabre Team, but even that was sort- 
ed out by the time the A1200 version came out. It's a right 
shame because the game is just so easy to get Into, you lose 
the mood while just staring at a blank screen. Other than 
this moan I would recommend UFO unreservedly to anyone 
who enjoys games of this genre, but be warned that It's only 
for those with a fair old dollop of patience. 
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You 'ain't gonna' be seeing no UFOs on your 
Amiga 500s and 600s. but a CD32 version will 
shortly be in the post (to us, obv), complete 
with a lew extra odds and sods. You'll lose thv 
facility to have more than three Earth bases, 
but other than that, the actual gameplay 
should be much the same. 
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In which Andy Nuttall 
reveals his true 
colours as a bit of 
Gandalf and we all stand 
around pointing and 
laughing because 
none of it is real. Legend has 
it that it's a nice game thoug 
the sacred name of Elbereth. 
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With the words "Crystal" 
and "Dragon" in the title, 
I'm prepared to wager this 
afternoon's lunch that you'll be 
expecting this RPG to be based on 
finding a small glass winged creature, 
probably containing stupendous 
powers, capable of rendering the 
owner ruler of the Universe. And 
killing lots of nasty beasts on the 
way. Wee-eel... yes. you do 
have to find said Dragon; 
yes. it is all-powerful; and 
it's true, there is some 
unpleasantness 
involved. But, the story 
behind the Crystal 
Dragon is actually pret- 
ty interesting — so 
please allow me to precis it 
for you. 

The Dragon was created by an 
elder wizard, and put into safekeep- 
ing in a dragon's lair (but. thankfully. 
Dirk Daring's nowhere to be found). 
Years pass, and an evil would-be 
megalomaniac wizard catches on to 
the tale of the Crystal. Assembling a 
small army of baddies, he sets off 
Crystal -wards, but on finding it he's 
thwarted by the Dragon's minder. 
Some months of magical jiggery-pok- 
ery between the two powerful magi- 
cians later, the dragon finds itself at 
the mercy of the wiz, and gives in. 
But still the Crystal Dragon won't 

One of the great features in Dragon, 
and on« which Magnetic Fields boasts 
about most, is the ability to 'jam' 
doors open. A simple stab in the dark 
(or, if you prefer, by torchlight) Into 
the inner reaches of tnV door chain 
with a dagger will stick the door 
open, closed, or half-open. The lat- 
ter two of which, Incidentally, 
will keep gits like this at bay. 



allow itself to be moved. So — 
and here's the interesting bit — 
instead of stealing it, the frustrated 
wiz simply builds a fortress around it, 
so that he has time to study its 
extraordinary powers. Great story, 
eh? (Er. no Andy, it was littered with 
more brainless cliches than an 
episode of Blind Date — Haz.). 

And it's at the 
entrance to this 
fortress, where you 
stand at the begin- 
ning of the game. 
The difference 
between this and 
previous RPGs are 
obvious: for a start you 
only have two characters 
to control instead of the 
usual four. So anybody who 
found eight hands a bit of a, um, 
handful to control (me included) will 
feel much more at home with Drag- 
on. And that, in a nutshell, is it. A 



Ah, we meet again, Mr Beholder.. 
Beholders, as in "Eye of the...", are 
funny creatures with lots of eyes on 
stalks. Hence the name, presumably. 
Anyway, they're damned hard, and 
take a tremendous number of Magic 
Missiles 'up them' before collapsing, 
like a deflated Space-Hopper, onto the 
stone floor. Aiiieeee! 
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(Top) Eighteen Adventurers await your call, but only two will 
be chosen. Attributes appear in the Character Generator 
panel and a swift roll of the die will randomise them. 



{Below) Probably the nicest featch of Crystal Dragon is the Magic 
Map. This is pretty much like an ordinary map, but 
at the beginning of a level it's completely blank, and as you 
progress it fills the detail in for you. A guick click of a button 
will show where you've been, as welt as where you've yet to go. 
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THE VERDICT 
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Many role-playing enthusiasts will no 
doubt disagree, but I reckon Crystal 
Dragon is about as close as you're 
going to get to a true RPC on a com- 
puter. But then, loads of people dis- 
agreed when I said that about Eye of 
the Beholder 2 a few years ago 
too. By 'true' RPG, I mean 
Advanced Dungeons & Dragons; 
one of those board game kits 
from Games Workshop, with 
names like Call of Cthulhu 
and stuff. Most computer 
RPGs don't follow this for- 
ula to the letter, simply 
because the power of the 
Amiga can be used to beef up the 

flow of the game, and to knock I jlhyJIIILITY 
out lots of the supposedly 
boring bits like rolling the 
dice Crystal Dragon, 
though, accurately repre- 
sents the board game 
style. And even though 
much of the legwork of a DM 
is taken away by the Amiga, the 
feel of the board game — of sitting 
around a room with some friends 
scribbling notes, and taking turns to 
fire Magic Missiles at a rampaging skele- 
ton — remains pretty prominent. One of the complaints 
players had about the Beholder series was they were a 
little easy — but not so Crystal Dragon. The difficulty 
curve is steep, so the first few doors you open reveal 
nothing more than a few sword-wielding knights; but 
midway through the 23 levels all Hell, quite literally, 
breaks loose. And that's more of a test for adventurers than 
ever before. Crystal Dragon isn't noticeably more technical 
than, say. Beholder 2, but it's a damn fine challenge — 
especially for those disappointed by the lack of Beholder 3. 
To cap a great list of features, Magnetic Fields has taken the 
vast range of jargon, strange names, spells and odd controls 
and actually made them clear and easy to use. Good lord. It's 
a tad expensive, but Crystal Dragon easily sets a precedent 
for all future Amiga RPGs. 




On the later levels, like 15 and upwards, you'll not only face the usual motley 
crew of Beholders. Vampire Bats and Knights, but also these horrid orange 
creatures with four arms. Of course, that bodily feature alone means they're 
twice as hard as the norm; but then there are those claws... 
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God you lot are lucky. Not only do you get the goat-like Matt Broughton and the git-like 
Andy Nuttall, but you also get to sample the literary delights of work experience chappy 
Nick Phelps. Incredible! 

MANCHESTER UNITED 



CD32 • Krisalis • £29. 

Manchester United: Premier 
League Champions (to 
give it its full name 
because I couldn't be bothered to try 
and fit it all in the top title) appeared 
originally in the April issue, and 
though Simon didn't award It the 
highest mark out of all the Amiga 
mags, it still received a healthy 
eighty percent. Having played the CD 
version for quite a while and then 
read his review, I have to agree with 
most of the points he made (I can do 
that now he's gone, you see). 

MUPLC was well received by the 
money-spewing public, but to be 
honest, the game itself seems to fall 
between a deep management game, 
and a Sens/-basher. There aren't any 
of the managerial things to do that, 
say, the Premier Manager games 
have, but there is a fair bit of team 
organising and strategy to be han- 
dled. The only particularly huge sell- 
ing point of MUPLC is 
the patented Krisalis 
Tacti-Grid'" sys- 
tem, which gives 
you an incredi- 
ble amount of J 
control over 
the field posi- 
tioning of your < 
players, enabling 
you to play to very 
exact strategies. 

The arcade match- 
es themselves are cer- 
tainly more playable 
than many of the 
offerings we suffered 
around World Cup 




99 

time, but considering the CD32 ver- 
sion doesn't feature any save facili- 
ty, you not going to be able to build 
up a formidable team unless you 
leave your machine on every night. 
Krisalis owns up to this fault, sug- 
gesting that the game would be 
great for setting up short special 
leagues. Unfortunately, if you want- 
ed that sort of a game, perhaps 
you'd be better off buying one of 
the more arcadey offerings like 
Sens/', Goa/! or Football Glory. 

Just for the record, the CD update 
also includes some beautiful digi- 
tised pictures of individual club 
grounds, plus some great player 
shots, Including Eric 'oo-ah' Cantona 
being nasty to people. 

I'm not really all that impressed 
by the CD version to be honest, and 
this is really just down to losing out 
on team development due to lack of 
saving facilities. Try to have a play 
on this one before you pay, just to 
be sure you enjoy the arcade 
sections enough to warrant 
U i the purchase. Okay? [MB] 

B4 OVERALL: 78% 
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A500 • Electronic Arts • £34.99 
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To say that I wasn't looking 
forward to reviewing Theme 
Park A500 would be an 
understatement. After the Amiga 
1 200 version, which was utterly bril- 
liant — but also a little slow 
in places — the idea of x 
an A 5 00 game slowed 
down to a speed 
slower than. ah. i 
Slow Jack McSlow. li 
winner of the last || 
year's Britain's Slow- 1 
est Man competi- \ 
tion, wasn't exactly 
appealing. 

'But waitl', as they say 
on QVC, because the A500 
game is actually faster than the 
A1200 one. Yes, while there were 
some problems with clicking on 
rides, and dragging features 
around the park because the 
machine was struggling with 




ARCADE POOL 



There are millions of 
options enabling you to tai- 
CD32 • Team 17 B £14.99 | or the game to your needs. 
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Arcade Pool, is, funnily 
enough, a pool simulator — 
but one which takes a 
slightly different approach than the 
excellent Archer Maclean's Pool. The 
main difference between the two is 
the overhead view, which is less real- 
istic, but makes for very, very 
playable, er... play, 

At first, the computer opponents 
seem much too good, and it gets 
rather depressing as you watch them 
perform incredibly complicated 
shots, but you soon realise that the 
easy control method means you can 
be just as flashy. The minor problem 
of having omniscient opponents 
soon diminishes as you get better, 
though it will be some time 
before you're too good for them. 



including eight . different game 
types, as well as a trickshot mode to 
impress your Mum with. 

The difference between the CD32 
and the normal version is the very 
realistic pub sound effects in 
the background, and a large 
playable demo of Superfrog 
has been chucked onto the 
CD as well. Although you can 
still use a mouse, Team 17 
has taken full advantage of 
the joypad. and every button 
gets a thorough prodding. 
Although without a mouse 
it's slightly harder to aim, the 
rest of the control system 
really is a joy to use. 

A slightly skew-wiff pyra- 
mid of coloured balls. 



Arcade Pool doesn't have bril- 
liant graphics or many other gim- 
micks, but what it does have is very 
addictive gameplay, making the 
desire for 'just one more game' 
keep you playing for a fair old 
while. (NPJ 

OVERALL: 90% 




shifting the huge amounts of 
graphics and stuff around, there's 
none of that In this new version. 

And why? Because they've cut 
things out, that's why. Streamlined, 
reshaped and remodelled 
using a sleek 'fewer 
graphics' formula, the 
all-new Theme Park 
features shops 
which all look iden- 
tical, save a small 
circular sign stuck to 
(/ the front of each. 

Gonel are the 
Corkscrew and Mono- 
rail rides. Gone! is the 
Treehouse, along with quite a 
few other sundry features. In! is 
astonishing speed and, er, every- 
thing else. 

Remember a few years ago when 
the A500 was an aspirational 
machine, which was seen by the 
lowly C64 and Spectrum owners 
(and the somewhat less-lowly ST 
owners) as the be-all and end-all of 
machines which could do anything? 
Whereas now it's the A1200 which 
is aspirational, and even that's hav- 
ing some GBH of the, er. disk drive 
from the more expensive PCs. 
Well, this will really take you 
back to those heady 
days. Honestly, just 
about everything I can 
remember from the 
A1200 version is in here, 
and as far as I'm con- 
cerned, that's a hell of 
an achievement from 
Bullfrog. People are still 
more than satisfied with 
their A500s and A600s (I 
know I am), and with 
games like this, long 
may it continue. 

OVERALL:93% 
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And wherever he went. 
United'* top scorer Ricky 
*r*^Hw»« mobbed by 



Oh no! The 
World Cup 
has been 
stolen by aliens, 
and the frag- 
ments of the tro- 
phy scattered 
around the world! 
Armed only with 
his football, the 
imaginatively- named 
Soccer Kid decides to 
recover them. As soon as 
you slip your disk in, this plot is 
shown by a 3 minute-plus long, near 
cartoon-quality introduction, and is 
the cue for level upon level of siz- 
zling platform action. 

Soccer Kid can splat baddies by 
kicking Ms ball at them, which he 
can do in many different ways; rang- 
ing from overhead kicks to back- 
heels. Should you lose one of your 
balls (ouch!), you can hold down fire 
for a new one; but be careful 
because you only have a limited 
number of spares. 

On each level you have to collect 
11 football cards, but you can finish 
without them if you don't 
mind not having the ^ m * m 
bonus stage. This f ** . 
makes it much eas- L 
ier for begin- > J. 
ners, as if 

you're feel- J* j 
ing unambi- 
tious you ft 
can decide 




The Acacia was 
pretty 
fearsome in 
the tackle. 

not to 
explore the 
harder parts 
of the level 
for the cards. 
Unfortunate- 
ly, Soccer Kid 
doesn't make near- 
ly as much use of the 
multi-button joypad as it 
could do, but this isn't such a prob- 
lem because the one-button con- 
trol system carried-over from the 
normal Amigas is fantastic. 

Although only the cartoons and 
nice musical soundtracks are dif- 
ferent from the A1 200 version, this 
is still a brilliant game, which thor- 
oughly deserves a place in any plat- 
form lovers' collection. [NP] 

OVERALL: 93% 





JAMES POND 2: 

R06OCOD 

'tl youVe never played Robocod 
you're missing oul on one of the 
finest platform games ever r 
CU Amiga 90% 

nw C9.99i*rx 

BRUTAL FOOTBALL 

"Bruial Sptxis Football ts a good 
contender (or a game ol the year 

award Superb action and then 
\ some unmissable 1 " 

4F94% 1 

' 1 ' ■ C9.99 



' A superb puzzler combining 
polished prograrnrrang and 'can! 
pot it down gameplay a brilliantly 
enjoyable game!' 
af ea°o 

C9 a 99 

i GLOBAL EFFECT 

\ "One hell or a game probabry 
me oest simulator aroundr _ 

Amiga Action 93% 
"II you liked Sim Oty this is the 
game lor your 
Amiga Computing 91% 

«»£9.99:*cH 



Available (rom all leading stockists. Should you have any difficulty in 
obtaining any ol Ihe products, pfease do not hesitate 10 contact KIXX 

on 021 625 3311 - y 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25, 




Ladies and gentlemen, will you please give a warm welcome to work experience lad 
extraordinare p Nick Phelps, as he takes over the Replays! section for a month, and shows 
as all just how easy it really is when you're clever. Git. 



FORMULA ONE GRAND PRIX 

Digital Integration, £16.99 

Silvetstone the yummy grandstand was 
with hundreds and thousands. 




COMBAT AIR PATROL 




Psy gnosis, £11.99 
ad taste aside. 
Combat Air Patrol 
is a flight simulation 
based around the Gulf War. 
giving you, as a member of 
the Allied Forces, the 
responsibility of chucking 
the entire Iraqi army out of 
poor old Kuwait. Unlike most 
other flight sims, CAP lets you 
control your side's complete war 
strategy by moving the army units 
into position around the area — 
although you can opt to skip this 
bit If you choose. One option you 
have which the Allies didn't is to 
attack Sadaam. enabling you per- 
sonally kick his towelled butt into 
oblivion. Hurrah! (good use of 
•Hurrah!'. Full 10 points — Matt.). 

You can control your aircraft by 
keyboard, joystick, or mouse, and 
there are a number of ways to 
vary the difficulty, along with 
training modes to boot. The game 
moves along quickly enough, 
especially when you use the out- 
side views, even if some of the 
detail on the ground needs to be 
reduced to achieve this. 

Compared to. say, F 7 5 Strike 
Eagle 2. CAP is not quite as fast or 
responsive, and certainly not as 
beginner-friendly, but its superior 
depth and plot means that it will 
keep you coming back for more. 

Like Formula One Grand Prix, 
this game is more suited to people 




who can spend 
a long time with 
it, a point which I, 
er, s'pose applies to 
most flight sims 
anyway. But the bits 
of strategy are cer- 
tainly a bonus, 
[NP] 
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he engine roars as yet again I 
scream down the straight, 
shamming to overtake on the 
inside, only to flick across to the out- 
side and pass two cars, and whistle 
round the corner in a frenzy of late 
braking and last-second gear 
changes. Watch out Nigel Mansell. 
I've come to take your fireproof 
pants down! 

Unfortunately, the lights in the 
cockpit show that I've turned all the 
driving aids on. so I'm invulnerable, 
I've got an ideal line showing me 
where to drive, and braking and 
gear-changes are automatic. Doh! 

MicroProse's Formula One Grand 
Prix is incredibly detailed, and for 



sheer complexity it behaves more like 
a flight simulation. Engine revs, 
crashes and tyre screeches are 
accompanied by car-like sound 
effects, and the action is fast and 
smooth. It's got a 'very large' manu- 
al, multiple views, and the optional 
automatic functions, as described 
above. It's not an easy game to get 
into, and despite the driving aids, the 
controls are a little bit difficult at 
first. However, if you just want to 
bash mindlessly round a circuit, my 
advice is to visit Mr. Gremlin, and ask 
for Lotus 2 (see later). [NPl 
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hy the Amiga has never 
had as many good motor- 
bike racing games as car 
ones is a bit Of a mystwy, but now 
that Prime Mover has re-»ptered the 
fray at the pocket-friendly price of 
£11.99, at least the odds ar« evening 
up a little. \ 

The name of the game hen? is to 
beat six other riders around a series 
of different tracks, with the ultimate 
goal being to win the Worldwide 
Championship. My first small (but 
perfectly formed) moan is that the 
viewpoint is too low behind your 
rider, meaning that you can't see far 
enough in front of your bike to judge 
the corner. Admittedly, once you get 
used to this it's not too great a prob- 
lem, but I just wanted to make the 
point. (Well done mate! — Andy.). 

There are loads of tunes for the 
options screens, including all the 
countries' national anthems, while 
the sound effects during the race are 



We raced across 
the city limits on 
rocket-propelled 
black puddings. 

realistic, if rather 
uninspired. 

The races move 
very quickly and 
the scrolling is 
smooth, but ulti- 
mately the 
game's appeal 
is short-lived — 
and it won't 
take the average 
games player very 
long to win the 
championship. There's 
not really much else to do in Prime 
Mover, other than exhaust the plen- 
tiful options, including choosing 
from five different bikes. 

Unfortunately for Psygnosis, 
although this is a good, playable 
game, there are far better driving 



PRIME MOVER 



-J. - gnosis, f 11.! 




games out there available for 
only a few more quids. So, con- 
sidering Lotus 2 (Again? — Andy.) 
can now be collected at a similarly 
budgetary price, you'd have to be a 
bike fanatic before this became a real 
recommended choice. (NP] 
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CLOBDULE 

Psy gnosis, f 11.99 

Globdule is, I suppose, a plat- 
form game, but it's certain- 
ly a very weird one. This is 
mainly because, strictly speaking, 
there aren't any, er... platforms. 
The game centres around a pink 
snot-like blob called Globdule 
(which, according to Harry, is what 
fairies have. Pink snot, I mean. — 
Matt ), who wants to become a toy. 
Obviously, this means he has to 
travel through various platform- 
filled lands to the great toyshop' in 
the sky. Hmmm... 

The difference between normal 
platformers and Globdule is that 
Globdule himself can stick to any 
surface, so it's simple enough to 
walk along the ceiling and up the 
walls. These abilities add a totally 
new dimension to the game, which 
feels strange to start with, but you 
soon get used to it. 

The rather complex control sys- 
tem is not flawless, as some of the 
movements are a bit difficult to 
execute, but generally it doesn't 
handle too badly. The earlier levels 



let you get used to controlling 
Globdule, but the well thought-out 
learning curve means that it won't 
be long before you're into jolly 
deep water indeed. Luckily there's 
a password given after each land, 
so you won't have to repeat your- 
self too much. 

When walking (slithering, sure- 
ly? — Andy.), your character moves 
rather slowly, though things start 
to speed up when you jump 
around. The tunes are fairly atmo- 
spheric, while nice splats accompa- 
ny your globular movements 
throughout. Globdule is not your 
average platformer, so if you love 
the genre but need a change, try 
sprinkling this on your chips. Alter- 
natively, you could always play it 
on your Amiga. (Boom Boom! Mr 
Roy — Matt). 
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I think we're talking Lucy in the Sky with Diamonds, Laughing Sam's 
Dice etc etc. 



Gunship 2000 

Digital integration, £ 

Incoming rear!" shouts my co- 
pilot, as I fly low over enemy 
territory surrounded by. well, 
enemies, actually. I couldn't hold 
back the cry of exasperation, as I 
knew that in a second the rear 
would be on me, and my mission 
would be over. Suddenly, splat! It 
was a rear all right — a big hairy 
one, whose buttock cleavage was 
now imprinted on my cracked wind- 
screen as I hurtled towards the 
ground, and death below. Okay, so 
"Incoming rear" actually means a 
missile coming in 'from the rear', but 
there's nothing wrong with a bit of 
imagination. (My god Nick, you have 
vision. Any chance we could swap 
you for Andy? — Matt.). 

Gunship 2000, if you hadn't 
already guessed, is a helicopter sim, 
which actually has gameplay, sur- 
prisingly, unlike most flight sims, 
calling for totally new tactics and 
different controls. 

There are the usual large amount 
of options, ranging from how much 
your co-pilot does for you, to wind 




and visibility settings and variable 
control methods. The action moves 
acceptably quickly and fluidly, while 
"Incoming rear" is one of the many 
digitised calls from your co-pilot, 
which add a lot to the atmosphere. 

I must admit to being a bit appre- 
hensive about Gunship 2000, but it 
has completely blown me away, 
especially by how easy it is for begin- 
ners. The simple tutorials are fantas- 
tic, and really let you get on with the 
game without having to plough 
through all of the (admittedly 
lightweight) manual. Gunship 2000 
will keep you playing for ages, and 
enjoying every minute. At this price, 
that can't be bad. 




TITUS THE FOX 

Titus £7.99 



part of the initi- 
ation ceremony. 
The Animals of 
Farthing Wood 

demanded... 



hi * 



l__L 



Oh goody, something new! 
A platformer with a cute 
main character and a 
stupid plot! That makes a nice 
change doesn't itl Er... no, 
actually. Never mind. So you, as 
Titus, have to travel through a 
platform-based world to rescue 
your kidnapped girly (that should 
be vixen, surety? — Harry.), killing 
and maiming legions of enemies. 

Although this looks like any other 
platformer, you soon find that there 
is actually a lot more to Titus the Fox 
than first meets the eye. The thing 
is, Titus has no weapons himself, so 
he can't just shoot the baddies, or, 
thank God, jump on their heads. 
Your only chance is to use the 
objects placed strategically around 
the level, like boxes or paint cans, 
which have to be picked-up and 
thrown to dispose of your adver- 
saries. Some objects have special fea- 
tures though, and clever use of 
these, as well as the normal boxes 
(which you can stand on), is the only 



HHIIIiIIIIIl 



...that the Fox expose himself to 
unsuspecting pedestrians in the near- 
by town (Watch it, Harry — Andy.). 

way to complete the later levels. 

The main place that Titus really 
shows its age is the noticeable 
screen slow-down when there are a 
few baddies around, but apart from 
this, the sound and graphics just 
about stand up to most of the newer 
platform games. 

The puzzle elements certainly add 
a different dimension to Titus, mak- 
ing it more than just another plat- 
form romp — but don't let the puz- 
zles put you off; they always take a 
back-seat to the action. [NP] 






A Virus killer n 411 K&antial 
purchase « these days 

there are hundreds of 
Amiga viruses Make sine 
you< software collection u 
lion Irom all known viruses 

£4 00 




Tha Is Ihe mo»l powerful 
AjwJpa (Ml dupi MM 
Manbto. in Wet Vie authors 
uy that it you can! copy 
something ihey'B give you 
your money back 

SpOCal Price £29 95 



VIP4-2. VIRUS KII M RS ■SXCP30-1. XCOPY PRO. 




->l ■ llaal~ It. It 



WhHmqvi I h i^">i out 

Cnnmoaiia Itvpit lo nckula ■ 
taw ihrajt. iwe • a*rus fcMlar a 

Oncivn In: Wjtar ■ tow 
rialatwev ■ tuy doct. B Ua 

u*ih» a Wceni disk Earner, a 
hart trUi m«n u tyt,i*m ana a 
tow Mner Irwvj* 





Fifty stunning AGA images 
m 256 colours. Al of which 
Wei blow you mind All run 
as a sltdeshow lor ease of 



Only £15 GO 



ptBivi»B>r»M>tu*(f >oaiae •ew«m 



am (oMMoiMiRKKim.oi (;ri. 15-iu. bathim; babes aga 



Slai Trek Ihe game is a 
tuperb interactive 
actiorv'slralegy game 
where you take control of 
all hey personnel on Ihe 
bridge. Greal six & gfx 
Only £6 00 



ST(>3. STAR TRtiK- THE GAME 





Now Ihe summer s here, 
n's lime lo do Ihe garden, 
and this Is a good reason 
nol lo. because you 1 be 
too busy desigrv/tg it 
Only £300 



GRYM..M>GARI)KN DESIGNER 



The complete RSI demo 
maker, lealurtng tool 
editor, vector editor 
graphic templates. e*lra 
muse Ion Is etc and a 
complete tutorial 

AD fry ortyClS 00 

RSM15-5. RSI DEMO MAKER 

I Feature! ad you need to 
crunch, archivo h 
decrunch any tee or disk 
Includes DMS Ihe : ■ > 
masher. Powerpachet. 
I LHA etc 

Only f5 OO 

CRM5-2.1 RL NC H MAMA 




A two disk collection o' 
vanous Sea la background 
tortures Wood, paper 
etc Owes your Scala 
production a more 
professional Imish 
Only £6 00 



SCAM. SCALA TIM I RES 




Over 1000 Top Amiga 
game cheats on five daks. 
Includes an popular rates 
kke: Monkey Island. 
P rowel X etc etc 

Only £9 00 



CHT9-5. HMHI GAME CHEATS 





Make youi own hardware 
and save tCCs Sound 
sampfois. memory 
expansion*. Bndgeboards 
«m all here Includes 
compkjlo digrams 
Only £4 00 


HWIM 2. HARDWARE PROJECTS 2 


1 


Forty lop quality 
compirgrsiphic lonls (or 
use with WB2/3 
Pa go si roam. Wo id worth 
D Pamt 4 elc. etc 

Only £? 00 


h PSF7-3. C0MP1IGRAPH1C FONTS 



t 




Orer 70 top Quality bnegne 
oDiecis on ti.e gioat disks 
Sub|ects include Vendee. 
Animals Star trek and kadi 
mce miscellaneous objecta. 

Orty £10.00 


K )Dl(vk'lAlAGINE ORIKTS 2 




Four al lime classic board 
games SciabOle. Cluedo. 
Snakes and Ladders, and 
Monopoly Great tun for all 
the family 

Alr/orort-yfiaOO 



BDGIfl-4. BOARD GAMES 

Priority Order Form 

Name 

Adtlrevi 




■'"-""* - I 1 " " ■'■ 
Subpjcts include Sport. 
Fwn* Music. Science. 
Geography Test your 
knowledge w-tl this otcnheol 
Tnvia game 

Only £S 00 

1Z MASTER 

Rivi PC software on your 
Amiga. Supports VGA on lie 
A 1 200 or A4000 works wen 
your Hard Disk. Floppy 
Dnve, Serial. Parallel A 
mouse pons 



D PCT40-1. P C TA SK 




A five rksk set of over 100 
top quality lonls lor use 
wrtti Wonlworth 2 or 3 
Sanpty install them and 
they're ready K) use 

Only F J 0.00 

WWIKkv WORHWORTH FONTS 




A compkHo Word 
Processing package 
Foalures a* standard 
options like: cut paste, tab. 
spa* check elc Avery 
easy lo use package 

Only £3 00 



TAK3 I. WORD PROCESSING 



FREEH! 

FREE BOX OF TEN BLANK 
DISKS WITH EVERY ORDER 
OVER £25 





RDS3-1. RI)S Professional 



beast y n w 
[oa*y lou se 




Gel your finances m order 
wrtti tus eicellent package 
Take a doser look al your 
think arxotwid. And out 
where ell your money goes 
every month 

OntyCTOO 



F1N7-3. FINANCE 



utLCL 




A two risk set of extra 
backgrounds. Icons etc for 
use wflh Magic 
Workbench Requires 

KS2/3 

Only C5 00 



*"HC WOWUMWJi P 



MWE5-2. MAGIC WB EXTRAS 




The most professional 
word search, crossword 
solver available on the 
Amiga Includes a 
Octjonary of over SB <X>0 
words, and you can add 
your own. 



Only £5 00 

WEP5-2. WORD KINDER PRO. 




* you're new lo the Amiga, 
then you may db havng 
problemi w*in missinp 
UDranee rm your workbench 
thai nm nooood lo run 
particular software Order Sits 
now and sntve those 
problem i. 



KFB2-I. ESSENTIAL FOR BEGINNERS 



A selection ol tools for 
degrading your At 200 
down lo a 500. Very easy 
lo use. Out eitremeiy 
elective way ol running 
Old games ale 

Onty£4.00 

12(H) DEGRADI 



A good seMclion ol garnet, 
demos, music, graphics and 
toots for use only on the 
AI20O or A4O0O A great 
way lo instantly build your 
AGA software coSectlori. 

CIS 00 
E aip-wweww 

AGA1510, AI200 STUFF 



AI200 



Soma Justice TM is an 
unreal AGA demo teatunng a 
superb RAVE soundtrack by 
Mickey Firm Excellent 
vocals and unbekevaota 
visuals make tus a superb 
Aipnooemo 

£3 00 



i 

SJD2-I.SOMI; II Mil 1 'M 




II you want to On a bixkliog 
n Beakt or Floyd than THE 
GOURMET COOK BOOK is 
a good way to gel started, 
over 50 recipes aiduded. 

OnrV 13 00 



GCB3-1. THE COOK BOOK 




Double the space 
available on your hard 
rJsk It you have an 
80m eg drive the will give 
you over tSOrnegot 
available space Runs 
silently ri the background 
Only £5 00 



KIM. 5-2. DISK DO! BI.KR 



TYPING 

niton 

auauaauBt 
aaaaaa 


Learning to type can be a 
rJrmcufl task, but not when 
you gel a copy ol our 
Gsmc typatg tutors 
Includes three games to 
hefp you team to type 
Only £3.00 


TYP3-I. TYPING TUTORS 




Whether you want to link 
two Amkjas together, or 2 
PCs or Arrega to PC. then 
this package will sun you 
Easy to install 

Only £8.00 



, .... 



□ COM8-3. NETWORKING 




Great new children's pool 
game, colourful and easy 
lo use. 1 or 2 players. 
Joystick controlled 

OnVyfa.OO 



KPG3-1. KID'S POOl 



r j rcl r Veil U'9 



*n*t.*«»* 



imititint 



f|Mfll4»MI» 



Amiga modd Payment ... 

CrediiCardNo _ 

E*P - 



Al rMpart mugs* ne Mon») as iff mi mi v r*iD8 used m any Amoa DIP or 
pam package Packs ITX l?d A HWP42 require some luiowktdge ol LHA. 
Wt*ch m supplied with tiese liilo* 

KxMlad i'/i mnans yim loqun an AbOOt. AfiPO. AtJOO or any machne fkud 
with KduUarl 2 or 3 

AGAmearu you ww roqunn mtluu an MflOOo* A4uOO lo i» trial ramcuksr Ma. 



AmrHinl n) PjiI- 
XXXI*«. MIKtmi 
iiMoa nor 


QTY 


-£ 


OaW Ikm- 




■£ 


Total |00di value 


! 


Pmtiice A I'ackine 

rv». Wi ™ ■• <«■ •• r*t i * i« 


ujrwD-ifc. 

= £ 


Ami Hint ■ i. ■ .! 


■1 


ALL TITLES ADVERTISED ARE IN STOCK 

RFADV FDR DESPATCH 
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X-CAD 2000 

One o* the most powerful Computer Aided 
Design packages available on Ihe Amga 
Now al an imceiievabie prxe 

OrOer Cofle ■ XCD30-1 Or*, £2995 - £5 PAP 



CD 32 LINKUP 

Comecl you' CD32 to your ~ - 
tor easy transfer ot ALL CD Ben disks 
Complete *fln leans - CD Rom rxoi scfiwaie 

■ CDL35-1 Only E34 95 - £1 00 PSP 



Epic Marketing, First Floor Offices, Victoria Centre, 1 38-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 




Order hotline: 0793 490988 Fax: 514187 

■ 




Mogaball V3 is mosi 
0n(ini1«v tt*o »n ever 
'Break -out" gam* 
available Superb AGA 
graphics, muse and 
gameplay make Bus an al 
time clastic 

Only £3 00 



MGR3-LMEGABALL AGA 



Inside Engines M * 
compilation ol In-depth 
animation sequences 
showing you the workings 
ol all the most popular 
engine typos- 

OntyCBOO 

KM.-K5. I\SII)I 





Over 100 al ttma classic 
games including 
Breakout. Pacman. Space 
Invaders. Sna'es loads of 
puzrk* games and more 
Onfy €1000 



lCUSlCU-IM GAMES 



• rrr"> C in OfWs 



Hund-eds of high qualify 
professional dipart mages 
Su pfecW moxide Transport, 
People. Computers Xmas 
and toads more. A much 
wider scope 

OrVyCUOC 



GFXU-10. PROCLIPART 




H you re into Imegve men 
th* laniaaM new Obrscis 
Oak w* amaie you. 
Obr-cB inOuo* Delta 
Fighter. Soul Hunter 
Tyranid and Vorton One 
Space Crefl- 

Oryyf^Ot) 




Over 100 a.1 lime clastic 

BMcfewn dmm imai 
uea on me Spectrum 
emulator Inc. Jel Set Willy 
Skool Dan. Attic Alak, 
Star Tic- Urldium end 
loads mora 

Ontr OS 00 



BLF 4-I, B ABYLON 5 O BJECTS QSPGJ5-7. SPECCY GAMES 



A selection o' superb girty 
pictures to place ■» the 
background ot your 
Workbench 

OrVy f5 00 



_- WORKBENCH BACKDROPS 

Word processing 
Patabase [ :] 
readsbeet [vf 



K s 







A setocWn ot ponav drivers 
mdudlng al popular pnmers 
such as Hewlett Packard, 
Star. Panasonic. Epson. 
IBM, OKI. Setkosha. 
Postscript etc 

OVy CSOO 

j DRV3-1. PRINTER DRIVERS 

»twi^t^ioig^o^*s'»^er»B^trtq«o«MBai I 




Whether you run a small 
buain co a or )usl need to 
go computerised then this 
superb easy lo use 
integrated package is what 
you want. 

£7 00 



IFC7-3. LITTLE OFFICE 



This « The mosi mpressi>e 
AQA demonstrason 
avertable II you want lo 
■npreas someone, then this 
h what win do it Features a 
brill BJorg soundtrack. 
Only €4 00 



I.TS4-2 . BIG TIM E SENS UAL ITY 



THi> 
ENtYY 


j Contains a selection ot 
Video tellers. Video wipes 
& bedukops Qreai tor 
creating professional 
home movies All you 
need 

OnrV£)?6VJ 


[" VID12-6, VIDEO STUFF 



imiqo 



Bemnnfir*: 



» • • 
* • • 



largo range ill Taiture* tcr 
use m Imagine Render your 
obiects in a vanefy ot 
shades, colours and 
leilures Compatible with ad 
Amiga! 

Only £1100 



ITX12-7. IMAGINE TEXTl'RES 



H you've just purchased 
your Amiga you may be a 
bet boggled how to jse it 
property Wed this five disk 
set lakes you step by step 
through every basic (rang 
to know 

] ABGfcg. pEGINNERS GUIDEJ 

A coHecbon of Amiga card 
games include*) Paksr, 
Craps Solrlaireetc Greal 
tun tor ad The family 




A compilation ot very 
powerful disk coptem. 
make backups ol your 
soh ware coBeclion with 



Or.,', Efl 00 



rl CPV5-2. DISK COPIERS 



fUlHOS 



BIHO 



CRDI0- 



04 ttaoc 




Over 200 Workbench 2 or 
3 ulietieVtools. mcruoVig 
leal editors, virus killers, 
disk rjcHore. sound & 
graphc tools and loads 
more 

Only £3 00 



TTU3-L 203 UTILITIES 



I Seventy bitmap fonts tor use 
m almost any package 
moludmg Deluxe Paint Also 

| lealures a tantaibc font 
editor loi designing or 
eirttomonx) your own tents 

Onry £7 00 



FNT7-3. FONTS & EDITOR 



•a am 



- 1 '■ 1 -■ ""- ' i ■' . ■ iv 

teaturet unbelievable 256 
colour hi-rea graphics. A 
da la disk featuring Star Trek 
card designs a also 
availaMe Mpa<alety 



imp v*<ma 



KLD6-3. KLONDIKE AG A 




I Tetns Is the most addictive 
I game in the world, and 
that's a tact This rs a 
compilation ol five ol the 
best. Beat graphics, beat 
sound and best ptayabftkty. 
Only £9 00 

□ T ET9-5, T ET RIS MAY H EM 




The cenptete Award maker 
kit. An easy to use tool to 
producing professional 
looking awards Soled form 
vanous borders, tonu and 
layouts 

Only C3 00 



The complete system 
analyser. Test your drives, 
memory, keyboard, 
mouse, expansions and ail 
your custom chips etc 

Onty£300 



PI ENK3-1. ENGINEER'S KIT 




Hundreds of high Quality 
FF samples mcludrng 
drums guitars, bass, 
vocals and beats Perfect 
lor Muse K Med or any 
Iracker done 

OnJyer.OO 



-ISA M7-5.IEF SAMPLES 

"i 

_ ewBBBSaaSJSafa ■ 




! ARCM. ARCADE CLASSICS 



FeataSI t al BWI Ha— :i NW * <W wnwe C«^orw Sosnr>uv> 
AiUthU *y) SBBSBM l**^-6tr fa jO a<iij n, if <W 




An essential toot for 
■lfltarang workbench on 
your new henj disk. Easy 
to use either on the A00O 
r> A1200 

Only £7 00 

P DISK INSTALLER 

Organise you- 
entertainment media with 
this set of cataloguing 
ools V>deo CDanddreks 
are al catered for 

Onr> £5 00 

1 CTG5-3. CATALOGERS 



■ wren err* an | • < ™ r 1 1 



Al alias from 8 upto 45. B 
colours up to 32 colours, 
greal for video work ot for 
rust making demos. 

Onr> £15.00 



CLFI5-8.COLOIKIOYIS 




A two disk coltectron ol 
professional looking 
textures lor use in 
Lightwave 

Only £5 00 



LWT5-2. 1 . H ; HTWA V E TEXTURES j 




A superb new mleracbve 
tutorial system for use 
with any vsirslon of 
Imagine. 

Onry F4 00 



IBS4-2. IMAGINE BIDDY SYSTEM 



Another great puute 
game (or adults A patl of 
the best, a packet of 
peanuts and a good game 
of Centretold Squares 
"Whal a Mel' 

Onry £8 00 



Thousands of useful tools, 
oamos. games and 
. ■•{■•■■ - Imagine obfects. 
and loads more 

Only £10.95 




I) IV COLLECTION 



Over 1200 AGA pictures of 
Deautrtul latfjis Stunning 
images in up to 2Sfi ootours. 
Complete win powerful 
odure ■.<.»■■( 



DftYCTMS 



ntHtutvi linn n«*hur«iM«i 



ID ADULT VISION CD 



I7BIT 

PHASE 4 



n«* CO ROM nee nckides 
allot 17 Bilsialesi title*, 
riundreaa of demos, ustates. 
games etc All for an 

ameang pnee of fust.. 
OrsV £19 99 



17 BIT PHASE 4 



3 



Thousands ol archrved 
toots. mc<uding patches. 
Dir tools, music, graphics. 
AGA tools, workbench 
loots It Slake you month* 
to sift through fhts lot 

Only £19 99 



AMINET 3 CD ROM 



L 



A range of okpart tor use with 
Paoesefter Dor em of 
■ubincrs including People. 
Vehicles. Animals. 
Computers. 5pon etc etc 

£3 00 



YIPO-l PAGESETTER ART 




Play Poker with tome o* 
the most lovely ladies in 
the world Great fun for al 
the (amity. NOP Includes 
superb graphics and 
digitised speech. 

Now Only £10 00 



DSPIO-I. DELCXE STRIP POKER 2 



Xt ' y*M I KTl '*) il»f» 



ctutmpon .11 CHESS hat 
i something lor you Superb 
graphics and speech make 
thu a great software ntte 
Only C4 00 



□ JIT4-L CH Fflfl aBr TUTOR >™ 




An alternative day al the 
butchers, and biers not 
Frank Butcher's The game 
has more Blood n Guis m rt 
Than a K*cy Doner Kebab 
Qreai fun. 

Only £3.00 



□ ZAT3-1. ZOMBIE 2 AGA 



BaffHrjassBB^^BSSBBBBBj A collection of great fun 

bbbtsk X I aducauonal games for 
I children aged 7. Maths. 
■ speatng. speed, etc. are all 
I included in Ums eicellent 

— 

aSBSfH ftVlll J^M Only £9 00 

EI)i y-4. I Dl ( VI ION \I 



PASSWORD 



ENCRYPTOR 



AMP3-I. AWARD MAKER+ CTSX-I. CENTREFOLD S(M AKI s 



Step other people from 
accessing your floppy ot 
hard disks, by putbng a 
customised password on 
you' disk Also contains 
fsO encrypt ron tools 

Only £10 00 

PSYV 10-4. PASSWORD 



Epic Marketing, First Floor Offices, Victoria Centre, 1 38-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 




This month's well- 
tempered array of 
glittering pila will 
strike fear into the 
much prized marrow 
of our enemies. First 
to show is the Space 
Cohort of Reunion, 
its javelins poised at 
the tremble, eager 
to probe for legumi- 
nous flesh. To the 
poignant straws of 
Robinson's Requiem, 
march the quiverful 
greens of the 
Starlord, keen as as 
any rhizome, their 
stems entwine to 
form a living cord 
that leads towards 
our azimuth — The 
Wild Cup. For Best 
Winter Vegetable. 
• 






the unknown item is a hyperdnve is 
shown, develop it. You will need 
Klaatoo (bit of Day the Earth Stood Still 
there - Andy ) or you will have to send 
Thomas Dempsey on a Physics and 
Electronics course Now you can fly 
satellite carriers to the Phoenix system. 

On the aliens' third visit, offer to help 
them fight the Morgruls who are plan- 
ning to attack them. Say you have no 
weapons to fight with and say you will 
help You will be given Hunter and Laser 
technology to help them with. 

Proceed to build 10 hunters and ten 
lasers and place these in a new army 
group on the Ship Info screen You will 
not have enough time to help the aliens, 
as the Morgruls will attack them far too 



quickly. If you do manage to get some 
ships up, don't attack the Morgruls as 
you will be destroyed! 

The Morgruls will wipe out the aliens 
and then head for you! Make sure the 
ships are ready and equipped. After the 
attack, proceed to develop the twin 
laser gun 

You will then be attacked a second 
lime for which you will need 50 hunters 
and plenty of twin lasers and lasers 

After this attack, try to make up a 
large army. You will need more tech- 
nology to do this if you are to stand a 
chance against the Morgruls! You must 
continue to explore new systems, find- 
ing the Morgrul home world is essen- 
tial! Who knows what lies ahead? 



NOTES 

• If, at any time, your colonies ask 
for something, (like hospitals or food 
resources), build it as soon as you can. 
The swine may become rebellious if you 
don't! 

• You will need to return to New 
Earth to collect cargo (like satellites and 
ores) and transfer items home. 

• If you are short on money, try mak- 
ing more buildings on colonies and raise 
their taxes. Be careful not to make them 
unhappy with unreasonable taxes. 
Remember this is not only a game of 
exploration and strategy, bul quite a bit 
of economies too! 

• Remember that if your comman- 
ders are unable to provide the skills 



required, hire a better one 

ANSWERS TO SPECIFIC 
QUESTIONS . 

Q. Haw do I find the second solar 
system^ 

Assuming you have already mel the 
Jaanosians in a transfer ship, you will be 
able to reach the second solar system 
On their second visit, the Jaanosians will 
offer you an unknown item lor 16000 
credits. Buy it from them When your 
developer becomes more educated 
later in the game (after sending him 
to university) or you have the best . 
developer (Klaatoo), you will tlis \ T " 
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5ateLLite 
SateLLxte Carrier 
Fliner Station 
Transfer 5h±P 
ContraL Centre 
Lommunrcator _ 
Trade 5h±P 
Hunter 

Laser Cannon 
Radio 

Twin Laser Gun 
HyperSnace Qriue 




trade or transfer ship group to system 
2. planet 5 as soon as your observator> 
discovers it. The Phelonian* offer you 
100.000 credits for 10,000 tons of 
Energon. Say that you would like some- 
thing more useful and they will offei 
you a tank design. Accept this and then 
you can make your own. 

0 When I invent a colony, why can't 
I fully develop it? 

You will need to send your existing 
developer to university on a physics and 
electronics course, or better still, hire 
the best developer (Klaatoo). 

0- How do I get aircraft ? 

In the fourth solar system you will 
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i yJhe top 24 International Teams and the best 96 Euro C/ub sides battle It out In 
J Kick Off 3 European Challenge. Build your side around the star men. It Is these 
key players who provide the skill and the style needed to win one of the 12 League 
and cup trophies, and maybe even the World Cup Itself! 
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uperb animation giving fast flowing soccer 
action. Bit-mapped International class 
pitches. 1500 detailed sprites bring the game 
to life with referees, linesmen, trainers and 
much more. 



urn 





■ early 1 MB of sound. Digitised crowd noise 
J J samples and chants lets you soak up the 
big match atmosphere. 
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s ■ aster the moves and you'll master the game. 
J J J 16 Individual player actions at your fingertips. 
With powerful runs by the full backs, penetrating 
passes from the playmakers and devastating wing 
play... this Is a game with blistering pace and 
Instinctive appeal. 
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: 40 Set plays for dead ball situations. 

• Practice mode, team talk and match facta. 
Edit player names. Play alongside the top 
International stars. 

■ Save your best strikes and get ready for the 
Golden Goals competitions. 

• Skill Speed and ball control options help you 
progress to the very top. 

- Ease of control with 4 button joypad (optional). 



_te rjood^ .hid djy^j Yoakum 

•fhe first 10,000 Amiga copies and the first 10,000 PC copies of Kick Off 3 
J European Challenge come with a FREE FA Carting Premiership Pocket Annual 1994- 
95. Worth £3.99 with a complete Premiership club directory, season reviews, player 
records - this is a guide that no soccer fan should be without! 
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FA Carling 
PREMIERSHIP 





& 1994 Anco Games Anco Software Lid, 7 Miliside Indusinal Estate, lawson Road. Dartford, Kent DAI 5BH 
let: 0322 292533 Fat: 0322 293422 Amiga; M.n 1 Mb, 1 Dimon. 2 button and C032 Joypad compatible 
IBM PC: Mm 386/33 MHZ VGA 2 button or Gravis (oyaad compatible. Sound Waster compatible. 
•Screen stiots disWayed arc representative of IBM PC and Amtga 1200 versions only 



Worth 



£3.99 
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jfJledieval (gngland 1266 A.D. 

H/n this lime of castles and conquests the throne shs empty. Serfs are 
^Iresllcss; rebellion is in the air. The Lords of the Realm imile you 
to join their ranks: 

Build your caslles. Marshal your resources, 
lest your troops in siege and hatllc. 

Behold! Your lands jjrow and your serfs prosper. Your armies swell and 
your caslles dot the hilltops. On bended knee, your knights swear 
eternal fealty. 

(Jgo for the (£rown. 
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Impressions Software, Unil 2/12, Chelsea Garden Market, Chelsea Harbour, Lots Road. London. SW10 OXE 



From the makers of that nice lemon, or indeed orange barley water, via the pen of the 
late, great Dan Defoe, to the tune by Simon and Garfunkel, we are proud to present Part 
One of our complete solution to the game which only features the word^re^iem' in its 
title because those crazy French don't understand what it means. ^^^^^^^^^ 



I Jungle Book 
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Welcome lo your new home! Your 
parachute has sot you flown in the 
heart of a |ungle. so get your wits .ihout 
you right now. You need to keep your 
eyes open all the time for anything that 
could prove useful to you You're going 
to need to stock-up on foot), and kit 
yourself out with the tools of your sur- 
vival Remember to constantly check 
your physiological condition using your 
Sesame computer Always anticipate 
threats to your health rather than wail 
for the symptoms. Everything you need 
to stay alive on this planet is here, it's 
just a matter of using your ingenuity 
and intuition But remember, staying 
alive is |ust the first stage in your bid to 
escape Follow these guidelines and you 
stand a fighting chance... 

Begin by heading Eastwards, 
through the passage on the left, 
between the mountains Tread careful 
ly and look for changes in the terrain, 
as there are steep diops and banks 
which can lead to broken bones Soon 
you will come across the wreckage of 
your spaceship, so lake what is yours 
collect five wires from the debris, and 
collect the medicines from behind the 
ruin. This is essential your medical kit 
will keep you alive. 

Now return to the South; go towards 
the East, until you come to a lake Near 
the lake you will encounter another 
Robinson Agent You may be tempted 
to shake hands and enquire as to his 
health, but remember it's every man 
for himself on this planet, and staying 
alive means dispensing with some of 
the niceties. He has possessions you 
need, so kill him and take the match 
es. a gourd, the computer and the bat- 
tery Pick up his knife, which has fallen 
"\ to the ground. 

m \ Now you have a knife, you can 



cut loose Find yourself some food, but 
be careful! The pears on the tree near 
the lake are not edible Using the knife, 
collect branches and leaves from the 
trees. These are your building materi- 
als. You can make a hat, using the 
leaves and the needle in your kit bag 
Now get yourself a supply of water You 
can fill the gourd you took from your 
fellow prisoner |ust click on "USE'' . 
then get sufficiently close to the lake. 
Click on the gourd and drag it near to 
the water and it will fill Unfortunately, 
the lake is not full of French mountain 
mineral water, so you would l>e advised 
to disinfect it before drinking it. using 
a sterilisation tablet or by lighting a fire 
and boiling it ("USE" icon). 

In the vicinity of the lake, there are 
three cauliflowers concealed in hidden 
recesses They are rather heavy so you 
would be wiser not to lug them around 
with you Remember, the weight of the 
bag you are carrying affects your level 
of fatigue. . <0% 

It is best to eat them as 
and when you find them. 
Now return to the 
West, travelling as \ • . 
far as the end of 
the mountain. 

Recover the fol- % * 
lowing along the -». . 
way, m the recess- ^ 
es of tho moun- . • ^ « 
tain in the South. » _ 
earthworms m a 
heap of earth; and to the 
North, a cauliflower, jfl' 
Now take the road to - 
the South, follow this i 1 
road and go up the , 
mountain On the left of I A I \ — 
the stope there is a *%\ |V : 
cauliflower. ™ 



Now you must go into combat The 
birds on this planet are not the twitter: 
ing sparrow type You must fight the 
eagle and kill it. Now use the knife to 
collect meat and feathers from the 
eagle Recover the eggs and a large 
bundle of feathers from the nest you 
will need these later.,. 

Now go hack down the mounlain 
and continue towards the North Al Ihe 
entrance to the road, prepare to meet a 
friend who is not all he appears to be. 
When you have killed him. look in the 
grass close by for his Sesame computer 
If you find it. take it Follow the narrow 
pass towards the West But watch out! 
There is a tiger at the entrance to a mad 
and the tigers on this planet are a par 
ticularly menacing creature They will 
attack without provocation and few 
weapons are effective against their 
lethal lunge Your best bet is to pass tt 
by crawling on your hands and knees 
(click both right and left mouse but- 
tons), bypassing it via the road which 
leads to the North, crawling all the 
while (ooof'l 

Having successful avoided imminent 
death, continue along the road right 



— — — j^-js, 

to the end towards the South, and 
collect some resin from a tree By 
using the resin and a branch, you can 
make a torch Now continue along 
the road towards the North and turn 
left at the crossing. Swallow your fear 
and trepidation, light the torch and 
enter the cave 



II AH Baba's cave 

The cave* are dark and dank, as all 
proper caves should be, and they are 
full of numerous mutant All Babas. A 
word of warning there may be hid- 
den precipices In the ground so tread 
carefully In the mam cave, recover a 
computer on the floor A very long 
corndor to the North leads to a dead 
end If you get this far then use your 
knife on Ihe walls to scrape off salt- 
petre it will come in handy later At 
this stage you would be wise to take 
some antibiotics Remember, climate 
and environment effect your health, 
and there's nothing like a damp, cold 
cave to bring on a dose of flu Now 
take the Western eiiit towards the 
marshes 
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AFTER THE WAR 

To give youtselt infinite energy & time, press the fol- 
owing three keys simultaneously on level one: Alt. 1 
and B. Holding down the Alt, 1 and M keys to 
advance on to the second level 




Level 10: KJIA 
Level 1 1 : LFEK 
Level 12: FLAK 
Level 13: LAEA 
Level 14: FIEI 
Level 15: GABK 
Level 16: KCGB 

APIDYA 

Type in the following codes on the title 

screen, then press return: 

Level 2: MISSHONEYBEE 

Level 3: DEPUTYOFLOVE 

Level 4: HASTALAVISTA 

Level 5: SNEAKPREVIEW 

APPRENTICE 

Press TAB after the first title screen, 
then you can use all of these level pass- 
words: WIZARD. SPELLS. ARCANE, 
DRUID, FAERIE 

ARCHIPELAGOS 

When asked to select an Archipelagos, 
choose 8421 and press ENTER twice. 
Now you can select any island from 1 
to 9999. 

ARKANOID 

Start the game as usual. Whilst playing, 
you can access the cheat mode by 
doing the following, pause the game 
with the Space Bar, then type 'DSIMAG- 
IC and press Space to un-pause the 
game. A yellow capsule, 'DS', will fall 
so catch it. The following keys will 
now make the following capsules fall at 
any time: 

B: Break (Opens the gates and awards 

bonus points) 

C Catch (Holds the ball) 

D: Disruption (Splits into 3 balls) 

E: Expand (Makes the bat larger) 

L: Laser (Gives you a laser, activated 

with the mouse button) 

P: Extra Player 

S: Slow (Slows the ball down) 

In addition, pressing F will send you 
to the last level to fight DOH. Be sure 
to give yourself lots of lives first. You 
can skip any level by using ENTER on 
the keypad. 

ARKANOID II : REVENGE 
OF DOH 

On the high score screen, type 'DEBBIE 
S' for unlimited lives. 

When you die, wait until the title 
screen appears. Press CAPS LOCK, then 
type 'DALEY-88'. You will then contin- 
ue on the same level you died on. 

On the title page, type ROBOCOP- 
PETER' for continuous mode 

When you die, wait until the title 
screen appears. Press CAPS LOCK, then 
type 'MAGENTA'. Now when playing, 
hit 'S' to skip levels. 

Lastly, try typing pelejohnson- 
wantscheat on the title screen. Now, 
pressing S in-game will open the exits. 

ARKANOID 3 

When the pink loading screen appears, 
hold down Caps Lock and type IMAG- 
INE. When the opening sequence plays. 



HEMRHD 
WANTED 



FREODV FRFRH 
SlDDO 

SELLING ORUGS 
5MRLL TOWN USR BRR 



LRST SEEN: 5MRLL TOWN USR BRR 
RHM SUSPECT OFF RDHD TU HRREST 



A.P.B. 

Type ALF into the high-score table for infinite demerits. It you press the fire 
button and push forward on your joystick while the music is playing, you can 
start playing the game on any of thel 6 levels! 



type PETEJOHNSONWANTSCHEAT 
Now, when you press S, both exits will 
open, and you can go on to the next 
screen without finishing it. 

Or, type DALEY88 instead at the pink 
screen, and you can now restart at the 
level you last died on' 

While still on the title screen type in 
TUESDAY 14TH. When you press fire to 
start the game you will be presented 
with an options screen that will allow 
you to obtain infinite lives, etc. 

ARMY MOVE 

Type KARENBROADHURST on the title 
screen to get infinite energy On level 
one hold down the ALT key, 1 and D for 
invincibility. On level two hold down 
the ALT key, 1 and J to become 
invincible. The code for part two 
is 101069 



ATOMIC ROBO KID screen, and place it in the shields box 
While on the title screen type in TUES- Now press the joystick button while 

DAY 14TH, including the space, and hitting the 4- key on the keypad The 

when you press fire to start the game screen will flash, indicating that the 

you'll see an options screen that will cheat mode has been activated Now 



Level 90 SOUP 
Level 100 SULPHATE 

And the codes for the different sec- 
tions: 
10: acid 
20: arrow 
30 emission 
40: lava 
50: cave 
60: elixir 
70: bone 
80: wood 

ATOMIX 

Press the Help key. and type in TIME to 
freeze the clock, or just type TIME on 
the start screen. 

AWESOME 

Hold down the plus ( + ) key on the key- 
pad and press Fire. During play the F1 
key disables enemies, F6 replenishes 
energy and keys 1-10 give you different 
weapons. To become indestructible, 
and to get infinite money and fuel, 
complete the first attack level. When 
the shields or weapons screen appears, 
move the cursor to the top left of the 
screen, and place it in the shields box. 

Now press the joystick button while 
hitting the +.key on the keypad The 
screen will flash, indicating that the 



enable you to obtain infinite lives. 



ATOMINO 

Level Codes: 



Level 10 
Level 20 
Level 30 
Level 40 
Level 50 
Level 60 
Level 70 
Level 80 



IDYLL 

TAURUS 

NEPTUNE 

PHOTON 

PLANKTON 

INFERNAL 

FOSSIL 

POISON 



ASSASSIN 

On the brag screen, try 
typing in any of the fol- 
lowing; ASSASSIN. * 
SUPERFROG. PROJECT X, Vj< - 
ALIEN BREED. THE ONE i£<&0 
AND ONLY. PSIONIC V 
CREW 

Type in MIDAN on the ^ ' 
high score screen, and you'll ^ 
see the message "You are a Fat 
Little Git". This cheat enables you 
to restart the game on whichever level 
you died. 

ASTRO MARINE CORP 

Press the F6 key, and type in any of the 
following level codes: 
Zone 2: NOSTROMO 
Zone 4: DISCOVERY 
Zone 6: ENTERPRISE 
Zone 8: DAGOBAH 
Zone 10: REPLICANT 
Zone 12: KRULL 
Zone 14: METROPOLIS 



transfer all the energy to the weapons 
Shields can still be drained by sustain- 
ing hits and colliding with objects, but 
once it reaches *ero, the ship cannot be 
destroyed To win, simply head tor the 
last planet. Once you enter the space- 
port, there will be a short animation 
showing your ship leaving the galaxy 

AXEL'S MAGIC HAMMER 

Press the function keys in reverse 
order (F1 O F 1) now press a number 
during play to skip to that level. ■' 



ARMAL YTE 

Pause the game, type DELTA 3 , then un-pause 
Your craft is now invincible. 



AQUA VENTURA 

On the options screen, hold down CTRL & 
F10. then press fire to start. You can now 
skip levels by pressing L, and skip to the tun- 
nel section by pressing T. 
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It's an age-old agreement; you tip J em r we... er, flip 'em. No, I know that that 
doesn't make any sense, but I was trying to inject some enthusiasm into this 
intro. Oh well. Never mind. 
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JAMES POND 3 
Millennium 

I'd like to extend my thanks to the var- 
ious (oiks who've sent in this cheat lor 
the 'rather large' platformer from those 
clever Millennium chaps. By typing in 
NIGHTMARE at any lime during the 
game, and then pressing F10. you can 
access a cheat menu. Just press escape 
to return to the game. 

CH. MAN. ITALIA 

Intelck 

Nathan Khan from Bradford was com- 
pelled to send me about sixteen feet of 
computer print-out to prove the point 
that he's found a flaw in the demo we 
gave away as a covetdisk a good few 
months back. Apparently, if you buy a 
decent centre forward, such as 
Cantona. and then back hrm up with 
three decent centre backs plus a quali- 
ty Mid/Att centre, you can get superb 
results by using the following formula: 
Example 

1 : G: GK means shirt number one, a 
goalkeeper, in the net 
(F) = Pushing forward 
(B) = Pushing back 

Formation 

1 i G :GK 

2: Mid/Att CSupp 
3: Def C Def C <F> 
4: Def C: Def C (F) 
5: Def C: Anc 
6: Mid C Mid C (F) 
7 Att L: Att L (B) 
H Mid C MidC(F) 
9: Att C: Att C (F) 
10: Att C: Att C (F> 
11: Att R: Att R (B) 



GLOBDULE 
Psygnosis 

Thanks to Susan Stevens from Charlton 
for these superduper codes. 

HFCNA5AKEZDV 

UDDCASNZEZDV 

TLPPASNQEZQZ 

SHPWASBNEZEP 

UAQNNTOGEZDR 
EZPSASBREZRX 
*V WHQQASSBEZUJ 
\ SVQBASSSEZVP 
I SKCUNVNNSBDR 



FGCONWNHFCDR 
VGPHOMAASSDR 
GOEBOQBUSWDR 
RYQGOYNZGEDR 

BUMP J N f BURN 

Grandslam 

Thanks to Peter Hobbs for this little 
sweetmeat on the Grandslam race- 
about. On start up, exit the options 
screen and when the Burning Rubber 
logo appears, type in ZXR750R. You 
need to do this quickly or it won't work, 
but once it does (which you'll know 
because the screen should flash when 
you put the code in) you'll receive 
£9999 after your first race Supoib! 



MR BLOBBY 

Millennium 



pressing all the buttons on the key- 
board one by one, apart from Esc. 
Thanks to Laurence Ufot of Peckham 
for this particular love. 
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TREASURES 

Krisalis 

Welcome to the world of Alex Simms 
from Sunderland, who wins himself a 
wad of software for sending in a great 
plop of tips and cheats; kicking off with 
some level codes for this hearty little 
platformy treat. 

The Thread Needle Lagoons - 
00000000 

The Skull Grotto - 5201 1413 

The Temple - 31245300 

The Fortress - 15204524 



QUIK 
Titus 

More codes from the Alexmeister... 
Level 2 • SIURONE 
Level 3 - FUNETOC 
Level 4 - URODECOLE 
Cheat - SUCOLOKU 
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Vulcan 

And more. . , 
The Sanctuary - lopfgw 
The Chapel - uhgwil 
The Tower - abheft . 



I've been having a bit of a fiddle with 
this fat chum, so here are but a tweeny 
segment of the codes I found Enjoy. 

EMEA 

FLAF 

HAHJ 

BAJM 

DASL 

FTAN 

HAPR 

AACB 

BRIAN THE LION 

Psygnosis 

While playing Psygnosis' little platform 
romp, you might be interested to know 
that nine of all the power-ups are avail- 
able by pausing the game and then 



KID CHAOS 

Ocean 

And more... 

Level 1 - CBBDCBABKAK 

Level 2 - MHCNBBKBAL 

Level 3 - DRFDQBLLKKC 

Level 4 - OOCTLBBLKKN 

Each of these gives you ten lives, and 
a decent score when you start each 
level (nice playing Alex!) 

LEVEL BOSSES 

Boss 1 - Don't bother collecting the 
time capsules, because more often than 
not they take time away. Concentrate 
on the shields, extra balls and laser 
guns if you can. 

Boss 2 - Shoot all the falling barrels 



and as many rocks as possible for 
power-ups Again, don't bother with 
the extra time capsules unless you're 
feeling lucky. 

floss 3 - Be very careful on this one 
because of the ducks, but try to move 
along under the bears as you shoot- 
them to collect the power-ups. Don't 
aim for the bears on the top row, as 
you'll just kill the ducks; and the bears, 
when left, will move from the top to 
the bottom row anyway. 

floss 4 - Same as before here, just 
watch out for the electricity. Collect as 
many shields as possible, and when you 
only have one space invader to kill, just 
stand still and let him come to you (an 
old tip. that one! Matt). 

floss 5 - This is the final boss so col- 
lect as many of the power-up as you 
can. apart from the time capsules. 
When the blocks start to crumble and 
the little bits fall off, go onto another 
block just in case the rubble hits you — 
but always go back and finish off the 
blocks. If the seagulls fly over from the 
right, move over to the right as well so 
that they don't get in your way. 

Use auto-fire for all the bosses if you 
can, and look out for extra lives — the 
first ones have about eleven on offer 

CYBERPUNKS 
Core Design 

And yet more... 

Whilst playing, hold down R, G. B, the 
left mouse button and the fire button 
The screen should flash, and by now 
pressing F 1 to F5 you should be able to 
jump missions, while 1 to 4 selects 
which deck you want. Pressing A gives 
you a sentry. S awards a party shield 
D gives you a droid, and Z, X, and C give 
you different weapons. Left shift gives 
you a smart bomb. 

SIERRA SOCCER 

Sierra 

And finally... 

Choose a friendly match, and whe» 
picking your teams, press 'X' on th» 
keyboard. The screen will flash an* 
you'll be playing on a blue pitch which 
makes the ball extra bouncy. And that 
my friends, concludes the Alex Simrm 
column for this month! Cheers mate? 
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... STILL THE BEST 



COMPUTER-A-RACE* £19.99 

THE FINAL EDITION 

COMPUTE- A RACE. Oft-r* 
unrwaNed accuracy and unc«ataCM ■ 
(Amiga only) 

WHAT DOES IT DO? 

COMPUTE A RACE- is a Horse &t_ong 
Prediction Program thai can fcyacae icas 
select bets, calculate return and "V«_r> -ere 

IS IT COMPLICATED TO USE? 

No. Features an ease of use WWh»» oa*s 

mpuling a race will be second ne-b** 

WHEN SHOULD I ORDER? 

Now Bolting lo< profits IS bettng <c Ha- 



Cheques P.O. payable lo 
HANDISOFT (Mail Order ONLY) 

Handisoft, 37 Hearsall Lane. 
Spon End, Coventry. CVS 6MF 
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r«A»-5£r:o{?fl« uF.o crvee 

*A_*0€ POOL tU 06 MAN LTD PLC £79 DO 

ASSAES SS CD ['3 99 BlBBlE t SOUCEK £29 90 
"<:.05 OF GLORY £19 99 QUARD1AJ. C» BS 

UMVEBSE C34 99 ISO TOOLS CtSM 

A MIGA C D OFFE RS 
•SVCHO KIUER CI9B0 PINBALi. FANTASIES CI9SB 
WDNlEV INT SOCCER £1999 IEMM(NG5C999 
■MAN the DON £14 99 TRIVIAL PURSUIT fig H 

this is just a small selection of the 
titles a special offers we have 
please write or ring for 'he latest list 
we also stock the complete al mat hera 
optonca ■ weird science ranges 



CAPRI CD DISTRIBUTION 
OEPT TOT. CAPRl HOUSE. 9 DEAN ST. MARLOW BUCKS 

SL7MA 

TEL/FAX 0628-891022 

TRADE ENQUIRIES WELCOME 
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Wild A ( i A VIKS 



Adam Family . 

A^lkiA/HtOTtanavDan J»99 

Aiahian K mgMa £9 « 

BanV. TTtrWwU »«• 

Htnt-Ui Skj% „ in «9 

Snaai The lion ..... — JB 99 

BuMm «■ Slia -». m et 

BbM* SquMk — 

Hump « B_n»_.__. — . JIA99 

Oump Mjpj|>ri EnJ '« Vina DA) III 99 

CM iwn-ji — „ , tai * 



l«_ B Ur.ll A 

Mhefl 



Diiui__>0ria>iii< A(*-r« 

Doodle _■ 

F-l <Do-Mfkl ... - - — - 

P ni-WIOtoy- 



099 



Pu-achoolJ L*Je.6-*9o.a.| .... 

Fury J The Funci ..__ 

Ot»M— Owll ..... 

Onham Gootli 2ml laninca 

Global GladUWn 

Ouo_ip MOO 

HranoTCWKI . 



SUM 
Jl'99 
1&99 



(9W 

1 1 2.99 



HM9Q-M1 

laoie. Pond 3 I A 1 200) 

IdtatM Part A3WVIJO0 

nm 



11099 

-——114 99 

- . i 1 2 99 

£1699 

.1399 

4114 99 

CtTJI 




Mif h BH and Cool Croc T-m- „. J 1 2 99 

Man llTD P— m« Champa Dau DMl f 99 

Maei I TO Pnmm league rhamp-m, _|M 99 

Mean Arenai |»" 

Mmv—w Grand Pn« l|a*W 

UIG-19o) Super Fukn_n. , ,, fin no 

Mo— a— , -„-■ JtW 

Umbos' i.i»nd ^ — pm 

Nlca Faldo ---________. E9.99 

Nodd t » Big Adveniofea 1-1 yn lift 99 



Noddy 't Playttm* }•■ yr> 

rcraiioo 
naydaya 3 ID B yn 



— H6.W 

— — ... W.99 

__ 41999 

OA TouiGolf-E.ua C<-ur*t JT.IZ99 



Mel D-iuMe i Dream. A M-N 

P— m Manaftrl , 

tvm Monger ami WWI 

Prem— M_n«gtrl 

PW 

rUnn'Tu_blt--- 
IUac-rorT_ Uh 

KufnidAllOa 

■mj*) 

b-QMM 
HMl 
■ '■.i- World. 

laa day CUaan 
Sim Cay Aiikn— c I — 

*lr»p WetLrr AVftA I XO 

5_t*r Kat A30O/AUO3 

> ■ . : ■ Tram M_. 

S .• ^ , „....___ , 

Sooiy i I .■ • .1 * Numnrn TYn..._ 

Tac-al Manager. halM- 

Than™ Tank Fun - Mi Wiad. T Yn 

TV Clue ASWA 1 100 f?o°o 

Tornado AVttllOO 

Tonwdo A I JOOrtOUtl Haid Ori.e Only ..-_tll.99 

Tng» «■ IMaH OH 

ItM Pur>-_> p-n 

TncRiaaTant I tlT"9 

i Mem ,, ijj 99 

Undlmn — f |1.99 

WcmM) laa. fiaoo 

Wemdley Rugby League _ .. — £14 99 

Zool 1 AWOyilOO Dl 99 
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17 99 
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Brural Spon. Foortall 

BrtmA-'B Sq-rat 

Guard-aaa 

lame, pond » 

am _m — 

Nk» Falsto .. , 

Nigel Manrll , 

Kc*.«nd , ,.,.„„..„ 



411999 

.^10.99 
_ilfl.99 
..__ 19.99 

.._iii.ee 

11999 



£I4W 

-12.99 

£9.99 



Troll. _£I3.99 

Wild Dap Soccer . QMI 

WcmMe, lmtrn_irmal Soo» r ,4119 99 

Fury of (he F-mo . .£9.99 

t"—lka 1 „— ,. — .,- 1 14.99 

Lob Vgifcp - ._____._ 1 14 99 

Bank Om . j!499 

Qui to LuBcb „, , ttoo 



COMPILATIONS 



CI4.W 



THE (JREATEST 

Jimmy Whilc/Ihine 
Lure of the Tcmptrew 

EXCELLENT GAMES 
Shuttle/Populous 2 
Arthci Maclcann Pool/James Pond 2 

KIDS RULE OKAY £9.99 

Pom rnan Pal 3/Fopcye 2 
Sooty and Sweep 

WORLD CUP YEAR 94 -19.99 

Sensible Soctcr/tioal/Slriker 
< ruimpionship Manager 9.' 
Championihip Manager 94 

LOTUS TRILOGY 

A500/I200 Lome 1.2 A 3 

BUMPER PACK 

JawWCrund Prin/High Slee 1/ 
Crossbow 

KIDS PACK 

Postman PaL/MustcrV 
Count Duck u la (Not Boxed). 

CLASSIC BOARD GAMES £7.99 

Che WBackgammori/Draughls . 

COMBAT CLASSICS £15.99 
FI5 Strike Eagle/688 Sub Allack/ 
Team Yankee 

SPORTS TOP 10 £14.99 

World Rugbv/Wofld Soccer/ 
lot kc Hixkev/Inl renne/ 
Int I ruck Racing/World Cricket/ 
Caniage/Tui; Team WrcstltnE 
Kenny DalglKlwG Sounesi. 

THE COLLECTION £22.99 
Cannon Fodder. Selllcn. Cham 
EiiKinc. T.2. 



£10.99 
£6.99 

£5.99 



SPECIAL OFFER 



Money Mat let* 



£29.99 





ANY 3 FOR £10.00 



Amie 

Anuel 

Heail Hu>v» 

Bea.t I red 

BSS laor Seymour 

OouNe ■ i. . . ■■■ 2 

Daily Double (law k. i,, 

MerCeaary 1 tNa 1 1001 

Keviluimn 111 I 

Saola. XMAS Ctpen 

Titaau. Blinay 

t mtm 

li .. ■.. (\«uTiaraki 
Xenon 

'in- . Crunaodi 

Hurtle Bern il : 

lulia Wl 
OnSlaaglil 

.SupenimalFnol imtl—el 
LlaleL Ab»» 

Mitel Manaer lAVXVIWO) 
Graham Taytnr 
r Blade 2 
Space OjaWfJ 



Anof Cheu 
Bull. . Soon m( Dan. 

"U. Wamnr Rati 

Haogary (or Fun 

H,|r„,., 

in Iianol.inu 
i Hofl 

Shiai hid Bp Ccaanoliini Kil 
To. I Van M-iaaer 

BomtanBob 

Jann Huad 



L«rrt««>l 
-UrfcHh, 



I Champ Horin, Manager 
WnUSoom 

Sua Cum Worda 

n_*«D>.ie 

Cok-uulmnaa 

ZooHAVIVCOHl 
INT Sotcee 

lamialeGoir 

I'lopaa 

Art** MM 
Tnui The To. 

1 'llama. R» 



When Ordering Please Give One Alternative Also Which Amiga 

CD32 



AlfrarJf.liirt.en 
Arabian night* 
Brave n 
Buba 'a 1 Slit 
Cnu.» R«l lot! 
rhanmrr. ol SKaol.ii 



Deimii 

l>.poaabac Hem 

FlyharrJa 
Flnrfinie 
Mean Arrana 



Morpb 

PrenJier 

Summer Otimiiii 
S*>en GaVa ill lambala 
Tup Roiuiu 
Tmial PenuM 



£8.99 Each or Any 3 for £20.00 



EX SOFTWARE DISKS 

50 for £10.00 Phone for 

100 for £18.50 larger amounts 

Includes Labels UK Only 

Games subject lo availability. 

A phone cull reserve*; your order 
Open A Da>ya ■ -rrk 

9.00 - 5.W 
Price Inc. P/PIU.KI 
F>urop« . £2.00 Per >..„tu- - Krrtt ,.t ih. Wurld (J.OO 

Shnp in i, . .. may v«ry. 
C hoiura »r pmlal Order- Pnyuhle m Wlinrd <;«ina>i>. 
WIZARD (IAMKS. I NORTH MARINE RD. SCARBURtlliGII. N. VI IRKS VOIITF.V 

TEL A PAX s 071.1 )7*Ma.n.<M9 




FAST AMIGA REPAIRS 

FAULTY TROUBLESOME COMPUTER ?? 

SEND OR DELIVER TO THE EXPERTS FOR FAST RELIABLE REPAIR OF YOUR BELOVED AMIGA 500 

DRIVE OR KEYBOARD REPLACEMENT + [10 



only £44.00 INC, 

WE ALSO REPAIR 

TO COMPONENT LEVEL 
A600, 1200, 1500, 
2000, 3000 + 4000 
■ FREE QUOTATION " 



* FREE GIFT WITH EVERY" 




REPAIR. 


1 


PLEASE TICK BOX. 


















J 


ADO E5 JOYSTICK SEGA STYLE . 





EXCHANGE SERVICE 

MODULATORS £19.50 

PSU £19.50 

D/DRIVES £25.50 

K BOARDS £25.50 



COLLECTION AVAILABLE ANYWHERE IN THE UK. 

144 TANNER STREET TOWER BRIDGE, LONDON SE1 2HG - TEL: 071 252 3553 



BAK DISTRIBUTION 

TEL/FAX 0246 290860 



Th. AIM" 

Mi, Viitifl-iMiiivif ' <nm"<nl!!»» 



lb? \R<* 

I Ik Amiit-'- llinvn ( (wnp*'mlltim 



■-...■< ( ItrtiMiVP.O. 10: 
BAK IHSTKIHtTION. 110 .Shtffltlrt lid. UrtwflvM. MtrHSvltl, SIS !•('.''.. 



31 Wellington Road. Exeter, Devon EX2 
Cheques / PO's to F1 Licenceware 
* H LICENCEWAPE LATEST GAMES' 
F1-48 ERIK Brilliant, ex-commercial plattormer £3.99 
F1 -52 OPO FIRESTORM Commercial quality Shooter£3.99 
F1 -53 WHEELIE The Spectrum Classic Amigazied £3.99 
■ ATTENTION &1 I- AMQS USERS' 
AMOSZINE ISSUE 4 OUT NOW! ON 3 DISKS 
ONLY £5.99 POST FREE 
STACKS OF ARTICLES AND EXCLUSIVE SOURCE CODE 
■ FRFF CATALOGUE" 
FOR A FREE F1 CATALOGUE DETAILING ALL OUR 
TITLES AND PD FROM JUST 20P PLEASE SEND 
2 FIRST CLASS STAMPS FOR NEXT DAY REPLY. 



FREE FREE 

GAMES CHEATS 1.4 EMULATOR 
ON ALL NEW ORDERS 



PJ^^ FREE FREE 

:RGROUND> library disk post & pack 



ON All NEW 0 BOERS 



ARCADE GAMES 
'J lOHUGQlODI 
_J B710RK ATTACK 

□ ;mTa*wOiDS(K» 

' BS ANT WAR (20) 
S44A1R WARRIORS 

] 124 CRAVE TANKS 
W AC* AO GUN 
0» MISSION* 
MlGRllNSWI 

□ ssj vector 

n wsealance-slib 

□ 710PYHAMIDS t?0) 
_] m DVW warp or< 

; BQQTlMi P..NVIR 
j BOS TRANS -PLAT 
: TO0BU1WATW 
0MJ1PD GAWKS 

m iom9i- apoc 

PLATFORM GAMES 
I 792 DANGER MOUSE 

□ 0U Id RUNNER 

; m keuog EMO 

791 DOCTOR STRANGE 
(J Hi HUH SALAD 
Z 71SSLMRBLUKID 
_ B40 "MAS TIME 
I 2I3DOOO* 

□ 7ii wallyworld irai 

S00 SOP-GAUXO 120' 
449flEVATOR2 
' HI 

BOULDER DASH 
| . TJIHAUNTfDWlW 
. - : - • MINI 

□ 121 UARATcON MINE 
ItTRIS COLUMNS 
_im GAME BOY TE!*IS 

i ai doctor mario 
LI WKUaTUS 
Q 10T TWIN TRIS 
626 MEGA BlOX 



P.O. VERSIONS 
— |1511M«*NGPACK 
00S SMASH TV 

_ 022GODS 

an rick dangerous 

477 CA0AVAU2 

r 717 LHIIDtUM 
2S9 LCD POPE Yi 
' WS HUNTER 

l_ 024EL» 

020 lEMMNG ARCADE 
lit APIO'ANOAOA 
02B -AMW tfiT NOAGA 

; U7 CHLOioa »<o*ga 

DRIVING QAMIS 

B11RAONG MANIACS 
. ] 662 MOOSE wrvt 
169 ROAD TO Hill 
[ 47B SOD MARKS 
_ TMAUTOMOBIiES 
. SIS BATHE CARS J 
Z Ell HRjH OCTANE 2 
PUB GAMIS 
S60WORLDDARTS 
--' f M9 [ *U1T MACHINE 
SM PIN BALL 
227 FRUIT MAC-INE 
□ ITS SOLITAIRE 

ARCADE 

RM CARDS CASINO 
■01 ROyHTTt 
176 CHI GAMES 

g44 B*rn.ES*-« i 

SPORTS GAM IS 
iWIV'.Ri '00*3*11 
luwos CAW : 

J • - . 

" 6» TEN PW BOWLING 
666 SPORT OAilENGE 
'14 BllllARDS 
166 GOL' IB K)ii (JO> 



HH»rs»cwfArs 
b12 password wava 

_ b11 game tamer v4s 
822 mega cheats vi 

[ ■ 821 tttan< cheats 

□ bbhosoluiions 
. 599 so solutions 

manager games 
?S4 th'jcking j ( JO; 
4*3 Slav ball 

□ 117 91000 BALL 

: : 110 TO* THE LEAGUE 
L ! U4 DAt AT RACES 
G 1HG ' MANAGER 

I I HI AIRPC*' 
_2 404 METRO 

SSi W-DWAV 

tauSA /* 
122 micro marie ' 
694 formula one 
board gams 
u ois animated war 

-i' 'CRA'HH F 
012 MONOPOl* 

□ 247 CHESS 

SAB BAC«GAMMON 
S24 EXEl-ATOMS 
296RISK 

R4JRAGSTORTCH 
BRAIN GAMES 
I BIB 

; 250 CUBE-RUBU 

II J74CA5TK t u MO*AT 
44J RE VERS" J 

611 COGNITION 
_ TUTOR PO» QUIZ 

601 EXIT 11 
r: I If DRAGON TIUS 

SWOTMEUO 

jt'l£*ESS; 

□ 112 DRAGONS CAVES 
' 109 QUIZ MASTER 



A'2O0 "G/l OMY 

tit MASQ-JEPADElffll 
G SOI AGA TETR6 
696 TO THE DEATH 
UJ MAD HGHTERS 
m m BMNMI 
B17 KLONDKS J i35j 
. 74720M8ISAP2 
• • 

ADVENTURE GAMES 
C 111 STAR TREK QO) 
□ S23 STAR TREK 2 (3D) 
I . 111THtHOl.*GAA>l 
_ W RASE TITANIC 

B4tRElKS(*DI 

B2S KNIGHTS 

29' Ni'G"S0URi ilO) 

39SSTARBASEUC2D) 

041 THE survivor 

OVER 18 GAMES 
101 TERROR LINER'- 

H 712 TERROR LNE« 2 

CLASSIC GAMES 
m SPACE INVADERS 

[ 7TB OVf IAN0CR5 
693 MISSILE COMMAND 

BREAKOUT-PONG 
00) MEGAIAU I 
4HMEGAIAU.2 
SHMEGABALL1 
007 BATTLE PONG 
4il PJ60UNDER 
709 WAYNE'S WORLD 

SPACE BLASTERS 
m LAST REFUGE 

l_ S96GORF INVADERS 
122 nVTACTS 

. - Oil OBUWON 

L JA3 CYBERNETICS 
701 GALAGA DtlUKE 
(7f STAR ALANS 
SAB CAFFBNE FREE 



DISKS COST [115 EACH, NO MINIMUM ORDER. ALL VIRUS FREE AND USER FRIENDLY 
All G«m«s »r» on 1 disk and run on all Amigas unlets othirwae stated 
HCK AN EXTRA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE 



UNDERGROUND P.O. 54 CARMANIA CLOSE, SHOEBURYNESS, ESSEX SS3 9Y1 Tel: 0702 2958H? 

■ i i - Teko — — . 



f*»me:.. 
Address 



Postcode . - — 



4 



ADVERTISERS INDEX 

Iniermcdiates Insdie Front Cover and 3 

Gremlin ' 

Ocean I* 17.29.35.49 

Virgin **f 

Software First 

Micrprose 

Premier Mail Order 

Renegade ^ 

Future Soft 

Torc * 7 
Bus Stop ^~ 

Furnley Trading ? - 

Maxis " 

Core Design 

ESP « 

Virgin °[ 

K5« „ 

Assylum 

Epi J 76 & 77 

An ^'v- -- HI 
Impressions - rz 

NJH II 

Handisolt * J 

Ultra Soft J* 

Wizard Games «[ 

Fast Amiga Repairs 90 

BAK • 90 

Fl Licenceware 90 

PD Underground 90 

Easv PD 90 







/WATT'S SHOW-OFF SHELF 




S of you* 
Corn* on 



MEDICATION 



Stic DtZ2y. 



Montgome 
door facing him 
do with the Netv 

• Coryn Jenvey fi 
buttons in CURSf 
inlo the castle in 

• Gavin Overton 
!>av Any ideas 7 
- Maitin Slater v> 



ht in 



past the sealed 
CUON Anything to 



on MATCH Of THE 



how do you o/ow tl 



keys to boost your power AJp* 
- Once again Nurse Matt Rob**s has c 
reader, this time with Graeme MacKaj 
Apparently there are no cheats for f *i 
tttle screen you can bring up the opMt 
mg F3 you can select the wortd tour t 
tice the level without having to go (hi 
other advice includes watch**) out fo 
as trying to get into the secet wo^Vd - 
fust hole in the fioof I Also, look out f 
as this means that th* vokano ** emp 
all over the place 

• Stat* Nurse Ian GornaJ from Preston 
(buggerlugt indeed'/ and give an ami 
from the October issue AJI you have t 
are standing neiit to an aircraft she>te 
not all. If you would like to *»a*e iwtu> 
start the level as normal Mtfc just on* 
press the fire burton, making sure I 
button so that the rockM does not 
still on the button, press escape arv 
rid of all your rockets. Now you can 
supply of bazooka shells. 



ny cheats or level codes 
in able to cheat' when 
you can uve the Ft to F4 

to the rescue of a helpless 

iut by pressing ft 0 on the 
ge, and by further press- 



has written in to abuse me 
ver to the query on HRtfOKCf 
9 do is press return when you 




As always, the gates to Matt The Medic's 
surgery are bestrewn with lepers and peas- 



bananas in the solution is when you 
take them from the fruit bowl in the vil- 
lage This should give you enough to 
get the monkey to follow you. And, 
er ... that's it 

Dear Matt The Medic. 
Help me please! having played Indiana 
lones: Fate of Atlantis for some while 
and have reached a crisis point. Crisis 
1 Elementary I know, but how do I get 
the Sunstone from Monsieur Trottieron 
the team path? I can't make my ghost 
outfit scary enough. Crisis 2. Again in 
Crete, this time on the fists path. I can't 
locate the Wortdstone to get into the 
labyrinth I've lined the transit up with 
the Bull's head and tail, but I still can't 
find the disc. 

Chris Briggs 
Blackpool 

Okey-dokey. Crisis 1. When you 
approach Trottier and get him to agree 
to see Sophia, don't tell him to come 



Dear Matt The Medic M O 
I don't know if I'm having my leg 
pulled, but I've been told that once you 
reach Elite status in Frontier, you can 
get a massive ship called a Mirage Can 
you tell me if this really exists please 

Paul Merrick. 
Winchester 

I've had a number of letters thrown my 
way about this 'Mirage' thmgy, and I 
can announce with a reasonable degree 
of confidence that it does exisf To find 
it you need to not only be Elite, but also 
to have an Empire rating of 'Prince' as 
well as possess a user ident from the 
managing director of the Situs 
Corporation You also need tonnes and 
tonnes of military fuel Travel to the 
outer edge of the universe (a bit vague 
I know, but that's all I've got), and once 
you've found the Mirage an Empire 
flagship will arrive after a while and say 
"The Big Man requires a Mercenary lor 
a right hand man That's you " That is 



• Super Doc Peter White from C»wyi 
but I'm not a four-eyed bogglp git li 
in with a solution to Marcus VW<iu< 
one agent for this mission — A doss 
sion Get him to the building as soo 
the surrounding guards from a disU 
civilians as you need to be able to '( 
tun into the building vwth the f*er*u 
guards will be persuaded and you < 
being shot Hurrah' 



Anyway, should you manage to turn all 
of these vague instructions into some 
physical activity, you'll end up with 
these ship specifications: 
Mass 265 tonnes 
Mass (fully laden) 5/00 fonnes 
Internal capacity no drive 5435 tonnes 
Retro thrustvr acceleration ' 28 Earth G 
Mam thruster acceleration 34 Earth 0 
Crew: 5 

Gun mountings W + F 
Missile pylons: 22 
Allegiance. Empire, Mercenary 




lose 
too 
now 

itch- 
lany 
ilms 
you 
blag 
icro- 
ated 



ALIEN TAKEAWAY 




Fig 1: Stun your schoolmates with the incredible Zchjisburgar Cruiser 
1600 5L from the planet Burgharkhing This enormous bi-valve troop • 
podulator is big enough to carry an entire regiment ot Phlamegrilz with 
their complement of Ughotit slaves. Powered by two Gherrkin ft 
K'hatchoop interstellar drives, the ship is armed with Moozthard Lazers 
^and Frydonyon torpedoes. Usually retails at 300,000 Credits. 





Fig 2: Kill your parents with the deadly Gaarlyky Zoszchage, O-Wing 
Fighter. It comfortably seats a crew of five Pspotigurlz from the 
Teskodeli-Kowntor, and comes complete with Griztlee-bitz plasma can- 
nons and Hali-tosiz stasis support. Powered by one turbo-charged Pyyg- 
sbladdar sub-atomic motor, the 'Zosi' cabriolet also comes complete 
with the latest Livuran-bakon teleport system. List Price 350,000 credits. 



QUESTIONS... 

O Using the words of Star Wars' 
Han Solo, compjete this sentence. 
"Travelling through hyperspace..." 

a) "... is a bit dodgy at the best of 
times." 

b) "... 'ain't like dusting crops boy." 

c) "... makes my nose bleed." 

d) "... is great fun for all the family, 
especially at this time of year," 



© Richard Dreyfuss had a bit of a 
mishap while looking at a UFO from 
his car in Close Encounters. What 
exactly happened? 



a) His trousers fell down with hilar- 
ious consequences. 

b) He sneezed so hard that his legs 
fell off and rolled into a ditch. 

c) He burnt one side of his face. 

d) He burnt one side of his toasted 
tea-cakes. 

(_> I used to be extremely sad and 
belonged to the Daily Mirror E.T. 
fan club. One of my 'membership 
privileges' included a 7" single 
called "E.T. Speaks". Though never 
reaching the chart position it 
deserved, it was great fun, but 



what popular toy did E.T. use to 
learn English? 

a) A Game Boy 

b) A eagle-eyed Action Man, com- 
plete with revolving glow-in-the- 
dark buttocks 

c) A Speak-and-Spell machine 

d) An Etch-a-Sketch 

O When I wasn't listening to "E.T 
Speaks". I often listened to the 
incredibly sad band, Electric Light 
Orchestra. Funnily enough, this col- 
lection of long-haired beardies 
often used an abbreviation not dis- 



similar to UFO. Was it... 

a) ELO 

b) UFO 

c) I don't know 

d) BBC2 

0 In a freakish competition coinci- 
dence, a popular British ferry and 
cruise operator also shortens its 
name until it sounds a bit like UFO. 
Is it. . 

a) ELO 

b) UFO 

c) P & 0 

d) Channel 4 
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lXth Mole 

(CAT 225 2 DISKS- NOT \JM> 
Thit r» * very food *<"*mj 
head goll game. Good mulu aaawar 
(uii 

j 3D Games Series 

(CAT 849 * 1 DISK) 

Include, i brilliant 3D adventure 

game, which i* ahv>lulel? huge 

j Advanced Hero Quest 

(CAT 1920- I DISK* 

Let ihc nKiipuio he ihe pmc 

■i - jnd pniv iik the 

challenge You "ml Ihc hMlil 

game to play 
j Black Dawn 

(CAT 55V -1 DISK i 
Thit i» a totally cacellcni RFC 
adventure fame thai adventure '*» 
chnuldn'l he without. 

_i Black Dawn 2 

(CAT 730 - I DISK) 
The amuing lharcwarc follm 
hi Ihr above imaih adventure 

j Deluxe Galaga 

(CAT 1974 - 1 DISK) 
A true dauk u far at ahoot 
up gamci go. and tanlntiiall 
pnilcvuional 1* illi it Relive 
arcade nnttalgia now 

jDilhell In Space 

(CAT 1 103 • I DISK i 
Bnll two player vliatrwa: 
platform game thai it we 
money lor Mite 

j Golden Oldies 

(CAT 1 308 • I DISK) 
A wonderful collection nl arcade 
claauc. [nan the early day*. 
A food noUalg It trip 



ALL THK DISkS LISTKD <)\ THIS PUit UKO 




j Rocket/ 

(CAT 19*7 • I DISK - IJooOutv 
Thi. i» a fantastic new iwn t**y*r 
.hare* are hlaMcr that really aae* 
your 12011'* ahiliucwdl. It 'ten. 
•net tin) quality Muff 

j Santa And Rudolf 

(CAT BV7 - I DISK ) 
Christina, juu •miMii'i he the -an* 
-■■bout a kively cuic fr*li»e garni 
for you lo play would W 

jSlarbase 13 

iCATI2l3-3DISKS> 
Thau I* an epav graphic adventure 
•«* kiti to *olve. V* very play 
•ad quite funny. 

- Task Force 

■CAT 3123 - I DISK* 
Awe \apnenv in he u .Uaikin 
aaaac Spate Cruiadc type ** 
■ tui fame. Ptfl) il Now 

_ Irtren 

CAT* i DISK) 
Tata • a »ery fond Teinv 
I aaaaauwi a food vcietnon o( new 
■■■■ aaat two playvr opuon. 

,f«C*i War 

Catf i WSKi 

* guaa of the board 

ajawa- a\ %m faaryer. computer H 

Ihnkat 

i>te\Vondeitin<l 



. \vsjvinv ISM) 

•CAT - • aaBIE i 

n, tm m far cwodtiaai Gravity Forte 

2 aaaau ■ aw a « a Baal far 2 play er 



icat r» • i rx- » 

i FaaM ft* It pux/k 
m **■"> I*. Dewuv 




X-i 

i ^aat mWimui fame 
aaaaS r*c« any kid.. 



i arcade perfro * 
Defender 

j Assasins 201 

(CAT 346- I DISK) 
linl-lcv Ihc e.cdkni »D 
Hydninnc anVU »« las* 
and very playable. 

j Assasins 205 

(CAl 671 ■ I DISKI 
Include, ihc ull bine cUuk ptel 
formrt k-oty V* nMffe bw by 
cracky il'. food fwn 

j Assasins 20ft 

Inclwan a Han Simrnon fame, and 
one of the wcudc.l Teiri* clone* 
ever Ui» if. good 



jFairliuht 242 

(CAT:7Tl I DISK) 
Coniaim a »cry lony .iden 
tci)uence lo Kl lo the u>ual Hvhni) 
type niu.ic 

j 9 Fingers 

(CAT3W-2D15K5I 
An amfcn .ivual Icavi broufhl in ynu 
from Spavehall". U'« pup*«ta> la* 
He and no mi.iaLe 

j \ltiminium 

(CAT 2419 - I DISK) 

A ruec nc» dcrim »ilh a nice hltle 

ray traced animation. 

j Armagedon 

(CAT IH2 I DISKl 

\ hot demo with p»"d deugn and < 

rood nrlgriul hil nl imi.ic 

a Arte 

(CAT 562- I DISK) 
A fraphKal r.iravafan/a of a demo 
■id- (unky mu.ic 

_i Attraction 

.CAT \Wt- I DISK) 
\ peoi mu.ic di.k with mmxv 
o>el> ihoufhllul tiiu.il'. 

j Basso Continuo 

• CAT 1059 - I DISKl 
To) eueUeni lunay rune, ate i 
■cat lor your burning pleavuif 

jDikid Re-nh 

I CAT V*7 - I DISKl 
A food re-mi. ol that cluin 
rune 

^Gastric User 

(CAT 2T24 I DISK) 
\ fend ciiUmiim nl ««ne very 
bard ra.e unci. Not Kit (he 
leuM heanrd Intenrt 



j Gospel karaoke 

(CAT It) -I DISK) 

Il vwrid. utihdicvahk. but u h nur 

Kuranar Amiga) 

jjesus On Cheese 

(CAT 1 25 1 ■ I DISK) 

A Inky f*l puted rave demo 

which will have you «cinf ihinf. 

j Kaos Theory 

(CAT 1 114 -I DISKi 

II* ravc-omativ Amifa time with 

Mnnc vcnuuvlv hard lone*. 

j Piece Of Mind 

(CAT 9*0 - I DISKl 

A prat IDcUravagatMadcmn 

» iih wunr very da»*y muuc . 

jScoopex 2 Unlimited 

ICAT 224I -2DKKS) 
Good oW Scoope. wpphe. 3 .*ry 
ell pnaluced 2 L'nlinuteil im.cv. 

equencial 

ATM7- I DISKi 

mtcr of a demu 

Your Mind 

IT 24M - I DISKi 

itlco. faU mu«L a really 
ng c.pcnence lor Hire. 

(e Or The Art 

9-1 DISK) 

time clav.ic demo Hnlliant 
I a cmiinc dance tune. 

rek Rave 

CI- I DISK) 

.acred ' Apparently not. 

A ully vinry <* nh picture* which 
provide a gnod laugh 

Techno Tracks 2 

(CAT 1664 • I DISK) 
Awcvimr muuc and tame great 
viuiaK make till, a mu^ 
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jftOO Business letlers 

(CAT 29 1 - I DISKl 
Lou ol Idler, (or Inu of Ihing... 

j Account Masler 

(CAT III' I DISKl 
A good link actnuni* pnigiam t< 
help keep your hooka 

j Amihase Pro 2 

(CAT 393 ■ l DISK) 
Pntbuhly the be*t datahaw profr 
you can get. Very uvahlc i ndced 

j Astronomv 

(CAT 2*47 - I DISK) 
PrikJuce. very detailed plane 
inhumation litr .immmcn 

j Audio Magic 7 

(CAT 105b - I DISKl 
Audio utililic* including the 
food Guadra CiMnautcr. a v 
piolc.unnal mu.K' wquencer 

j Classic U tilities 

(CAT 1 86) - ) DISK) 

A true coUocUnn ol dawn* thai 

you really mould havc. 

j Create Adventures 

(CAT Hl?7- I DISKl 

A very vice auihtmnp pnigiam 

j Crossword Creator 

(CAT 2161 • I DISK) 
Take* the Oram out for you. 

_i Crunchers Disk 

(CAT 1 227 I DISK) 

II thak vpace t. geumf light then 

ihi> diu\ i. definitely for you. 

jD-Copv3.l 

(CAT25V!- I DISK) 

The beat dlak copiei you can gel 

j Dynamic Skies 

(CAT 1512- I DISKl 

An amazing night cky vievm which 

i* feature packed. 




Easycalc 

(CAT 1042 - 1 DISKi 
Simply ihc hew vpreacWieet 

Fdword Pro -4 

CAT 2071 • I DISK) 
A brilliant led rduur which ha. 
a very good Irel uboul il 

Forecaster 

AT 607 - | DISK ■ NOT 500) 
you re a betting man/woman, 
disk could he up your Mrrd. 

rinder 

249- I DISK) 
utile nieen convener. 

rdrive 

16- 1 DISK) 
i protected RAM diak 

P» 

[CAT ;A9J I DISKi 
A umpte eaiy lo uae and effective 
viikt> titling program. 

jMandelmania 

ICAT 120 - I DISK - NOT 500) 
A **ry fan (racial fcncraior wiih 
(a.it /taim in and out. 

j Mundelplol 

(CAT 90 1 DISK 1 

An e.celkni ihareware (rectal 

gcncalor Tom of (racial lype*. 

j Magnum 

(CA1T666- I DISKi 

A food diw> magailnc cicaliu 

jOpti Comms 2 

(CAT 2357 - I DISK) 

An eudlent collection of tool, for 

me wiih you modem 

j PC Task 2 

(CAT 12111 - I DISK) 

A working demo ol Ihi. .ery food 

PC etnulaun pmgram. 




jS-I-R-D-n 

(CAT "I* - 1 
Croar 

puiurev and *aAc faw » . 

jSlan Of The An 

(CATUI7-:DttRV 
Thev di** are padkau) cS. 
w ith valtotu grapnao 

jStarview 

(CAT 1610 - I DISK' 
A nlghl aky virao ahathe 
markiout the .utiirllai** 1 

jText Fngine4 

(CAT |4n4 - I DISK) 
Che hew word pMCaMKH ihere 
Very wrll .uiied m the Ami 

jThe Money Progr 

(CAT IK 1 1 - 1 DISK) 
An e > cedent home nu«icv 
pnigram. Very uvful 

j Utlity Disk Make 

(CAT 237 1 - I DISK) 
Prove, very helplut fur ctcuilng 
ynui own di.kv. vrinu. or not, 

j Virus Checker 

(CAT 770 • I DLSK) 
Thi* cumtial divl alway. ha. Ihe 
very laicit .et*ion of the prcmici 
Amiga vini. deUMorAilkr 

_j\ Beat Pro 

(CAT4I5- I DISK) 

A very friendly mum: iet)uencct 

piogram Very good lot karner. 



\nimution Studio 

(CAT 240b - I DISKl 

4 lanUxiH- program lo per you 

waned m animation. Feature' the 

amuai akin layering technique 

Boat 

rCAT913 I DISKi 

A ***y auce animalum i>f a typical 

uagM farikn veem- with a boot. 

. Bonds IjisI Stand 

•CAT 135 • I DISK) 

•■■W >jf> a at but. and not before 

Human Cannunhall 

CAT IS9» - *. DISK) 
. u tii —i aurv ■■( how not m he 




Hormone 2 

(CAT MT3- IDBKi 
That thick tuxmomc aau aae 
know when lo >top Sm »aaa*% 

i Raging Hormone 3 

I CAT 2130- I DISKi 
lliimonc pauct on "hat he naw 
kaml hi hi. von. What a • 



J Savings 

(CAT III- I DISK) 

The pun office saving, advert outre 

a novel end. Funny. 



j AMOS Libraries 

(CAT 344 - I DISKl 
Thi. great diu; include, foe new 
[lunmand eiteruion hbrarir* l*> 
Amrrt vcr I -VAmoa pro A mu.i 

jCommunicute 

il'AT :?9 I DISK) 
Lfamhnw uicommunHatr with 
.ign language and many more. 

jOclamed Tutor 

(CAT 3456 I DISK) 
An c.ielknt puuk lo celling the, 
mml tnalllVlarncdor MED 

j Spectrum Kmulalo 

(CAT 1446- I DISKi 
Turn your Amiga into a 4H 
Spectrum A la.vh.li Amiga 
recommendcil ihougli 

jSpeccv Classics 

(CATwfl- I DISK) 
A ooUecunn ol daiuc tii Spccirum 
fame, for u* with the above 
emulator progiam 

jSpeccv Classics 2 

(CAT 1499- I DISKl 

More ureal game* Inc emulator 

jSpeccv Classics 3 

(CAT 2993 ■ I DISK i 
.And yel mure corker.. 

I lit- Invisible World 

tCAT I Tan ■ I DISK) 

A . Kuai inughi into ihe tiny world 

nf aaacroacocuc bug. 

^Ulimale Cheat Disk 

iCAT 25*3 -I DISKi 
Aauaacr do*, packed tn the fill. 
■ aft fame up. and cheaia. 

□ \ ic 20 F.mulator 

i CAT 10*7 - 1 DISK) 
Turn your Aanafai aWna VK' 20. 
Caanea otfh ten of fame* Sleed. a 
faal Amifa !•< fuilv aprrex-iair 
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\(i \ Diagnostic 

(CAT IBM - I DISK) 
Check out tour computet, heulih 

ig Time Sensuality 

AT 2215 -2 DISKS) 
n audio vriual treat ol a demo 
vlunning | taphic. and an 
■t CD quality uwndtrack- 

idav At Light 

2033 - I DISK) 
ry fa* I paced demo with a 
brilliant mu.ic track. 

Moon 

40 - I DISKi 
demo w ith a M">oky iiHro| 
ajuod paces tune 

ike Deluxe 

. . .T7IT3 - 3 DISKS) 
A patience can) game with >omc 
very hraulitul picture catd< 

j Love 

(CAT N9M - 2 DISKS) 

A Invdy new demo Muff «n-l 

j Maximum Overdrive 

(CAT 29»b - 2 DISKS) 

A very long full motion vvdeo deitm 

which laU. age.. 

..Megaball AGA 

|CAT*42 • I DISK) 

Hi mo.1 popular hreak.uit type 

game gcl» even nicer. A tniui. 

3 Real 

(CAT23791D1SK) 
Pouihly me he.1 AUA demo ■ 
date Totally aweanme 

jRelokick 1.4 

lCAT29|h - I DISK) 
Bring* downward compatibility Hi 
your new 1 200 lo help gel vome taf 
i hi ior old program* wnrlmg 



THE EASYBASE CATALOGUES 

baaytusc i> a umuuc PD databoM; profiam ihai i* caelum cly available from 
UK It It very uvei Inendly and eaiy lo uvc It Icaiurci total on line accc» 10 the 
mini review, of all Ihe litlea. Il alto feature, a uruque imlering .y.irm which 
doe. all »f the hard work for you So fnrgei lho»e boring ho., and gei wime 
ihinf which i. actually uaeful in fuvding the diah. ytui want 
Eaiy PD catalogue dink U free wiih you ftr.i order. You only 

need Ihe ime II will be updaied wiih every order. 
Fred Fihh caulogue \\ available for 50 pence. Il feature. 

thi m. anus of program* in (he FiUi library 



HOW TO ORDER 

You can cilhcr net ihe fiile. ynu require on ihi. advert and ihen vend it 
buck lo u*. or you can write the catalogue number, of the ni»e» you 
require on a uhcet ol paper. Carefully inunl rum many di*k* your otdet 
iv and ihen multiply it by the correct amount Send your order with a 
vhcujuc/Pmul Order payable tn "Ea*y PD" lo Ihc addrea. above. 

Disks are £ 1 .00 each, or jusi 90p for ten of more! 
Postage is 7Sp UK (plus 20p per disk in Europe! 

Pteaacncake all tuynvrnKin ueilmg ihnmgh a Hnudi hrarufi c4 vour hank 



Easy PD Order Form 

Name 

Address 

Post Code Tel. 



P D ZONE 



This has been a good month for PD. Look, 
there's bags of variety! That lovely Matt 
Broughton has read the scrolls... 



PENGO - 

I've received an excellent version 
of the old classic, Pengo. and as 
much as I'd like to tell you all 
about it, I'm a bit worried about rec- 
ommending it to you. The reason for 
this is that it's only currently avail- 
able directly from the author, which 
would be fine if it wasn't for the fact 
that that means you've got to send 
£6 to Sweden. 

Yes, from across the amber-strewn 
waters of the Northern Sea comes a 
copy of the old arcade favourite, 
where you, as a penguin, have to sur- 
vive against a whole host of nasty 
predators in the icy wastes with only 
a number of movable ice blocks to 
help you. The rules are simple 
enough: just shuffle around and 
compress all the baddies on-screen 
with the aforementioned cuboids of 
solidified hydrogen 2 oxygen (my 
word, you have come on! — Harry). 

There are on-screen bonuses to 
collect along the way. with extra 
points available to anyone able to kill 
more than one baddie with a single 
block I say 'anyone' because one of 
the best things about this version of 
Pengo is that you can play it as a 
simultaneous two-player game, with 
both of you sprinting around trying 
your best to clear the screen in a 
Bubble 0obb/e-esque sort of way. 

It's all incredibly simple, and I 
would say go out and get it now' 
but as previously mentioned, that 
involves sending £6 in an envelope 
to: Martin Rebas, Gyllenkrooks- 
gatanl, 412 82 Goteborg, Sweden. 
I'm personally a bit nervous about 




Penguins eh? Take the biscuit, they 

do... 




And the egg sandwich. 

doing that, but it's up to you if you 
want to take the risk rather than 
wait and see if some English PD 
library gets hold of it. The choice, as 
they say, is yours (just don't come 
crying to me if your £6 gets eaten 
by the Swedish postal service! And 
then mashed with butter and black 
pepper. Yum. 
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ROKETZ 



(A1 200 only) 

Stop whatever you're doing, 
grab yourself a jolly good mate 
and bang Roketz right into 
your dear old Amiga, because it real- 
ly is about the best two player head- 
to-head game I've seen since the likes 
of Micro Machines. Not only is it a 
blimmin' great game, but it's all pre- 
sented in gorgeous rendered-O- 
vision, with some interesting little 
craft and atmospheric backdrops. 

It's easiest to describe Roketz as a 
split-screen Thrust clone, with a sim- 
ple theme — kill your opponent. 
There are a number of levels to play 
across, varying from small and con- 
fined caves to large abandoned 
theme parks, where each player has 
a limited number of lives, fuel and 
weapons with which to bring their 
opponent crashing to the floor. 

The Thrust comparison is mostly 
due to the rotate left, rotate right, 
fire to thrust control system, but with 
a much more subtle gravity, Roketz 
allows for a more controlled flight. 
Various craft and weapons are on 
offer, with (and I can't let this go 
unmentioned) the most satisfying 

The Lesser Diving Poncewing excretes 
Parma Violets. 




OUTPOST: 
SOLO ASSAULT 



fit 



Outpost: Solo Assault, is in 
fact a bundle of sub-sec- 
tions taken from a larger 
strategy game called The Final 
Battle (and not a lot of people 



know that). It's basically all of the 
juicy, combat/arcade sections 
from the aforementioned laddie, 
slapped one after another for 
your pleasures; allowing you to 
partake in asteroid dodging, bad- 
die blasting, and. best of all, light 
sabre battles, complete with Star 
Wars sampled sounds effects. 

The game is presented as a grid 
map. with you working your way 



through the various sections to 
reach enemy bases. It's once you 
get to these bases that you enter 
the light sabre battles, where pro- 
gressively smarter commanders 
must be defeated to move on to 
the next section. 

Apart from the bases them- 
selves, your journey takes you 
through asteroid fields, where 
only accurate laser shooting or 
slippery eel-like piloting will keep 
you alive, while a similar tactic 
must be taken when encountering 
alien craft. Should your ship take 
too much damage, your shields 
will fail, leaving you to watch 
helplessly as your hull, engines, 
and general functions gradually 
fall away. Survive long enough in 
either the space battles or aster- 



oid fields, and move on to the 
next chunk in the map. Simple. 

The speed is certainly irrjpres- 
sive throughout, and with the 
variety of gameplay, it's certainly 
a good advert for the full game if 
nothing else. Of course, I can't 
leave this review without men- 
tioning the light sabre fight, 
which is just brilliant. Apart from 
keeping sad Star Wars freaks like 
myself happy, it's got tons of Bar- 
barian-like moves, not to mention 
all the hums, crackles and clash- 
es that you'd expect. 

Certainly one of the best value 
for money PD demos about. With a 
light sabre in it. 
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P D Z O 



homing missiles I've seen in a long 
while. Each craft has two weapons, 
fired by either pushing forward or 
pulling back, while the equip screen 
allows players to choose the type of 
engine and shields for their craft, 
along with a few lovely extra toys for 
good measure. 

Once you've got your craft and 
scenario sorted out, it s all just bril- 
liantly simple fun, as you hurtle 
around the landscape trying to mur- 
der your mate. Having played this for 
ages with Harry, I think it's fair to say 
that the most fun Is to be found fir- 
ing homing missiles at your oppo- 
nent and then sitting back and 
watching as they desperately try to 
out manoeuvre the deadly git! 

Roketz isn't quite such a revolu- 
tionary game when played as a one- 
player game, mainly because any 
hardened warrior will find the com- 
puter a push-over. But there are a 
ton of statistics that accumulate as 
you play, enabling you to build up a 
rating and high score. (It's also very 
satisfying to be able to tell Harry that 
he's lost seventy percent of his lives 
crashing into walls, backed up by 
irrefutable scientific data!) 

A extremely attractive game, that 
makes an excellent frustration- 
buster. Not to be missed! 




AND THE 

MONEY 



• Augenblick Designs, 
334 Marton Road, 
Longlands, 
Middlesbrough, 
Cleveland TS4 2NU 
Tel: 01642 235465 

• Online PD, 1 The 
Cloisters, Halsall 
Lane, Formby, 
Liverpool L37 3PX 
Tel: 01704 834335 
(three free catalogue 
disks with any 
purchase!) 

• 17 Bit Software, 
1st Floor Offices, 2/8 
Market Street, 
Wakefield, West 
Yorkshire WF1 1DH 
Tel: 0924 366982 

• Cynostic, Office 
01, New Enterprise 
Centre, Little Heath 
Ind. Estate, Old 
Church Road, 
Coventry CV6 7NB 
Tel: 0203 681687 



CLASSIC 
PUCAAAN 



For the past couple of months 
I've been in contact with a 
man on a mission. Though 
some may see this particular quest as 
a waste of time, to sad oldies like 
myself and the aforementioned gent, 
producing a quality arcade conver- 
sion of Pacman is a worthy cause 
indeed. And so it is that I find myself 
presented with what can only be 
described as a 'damn-fine-near-per- 
fect' conversion of the famous yel- 
low dot-eating daddio. 

Classic Pucman is, without a 
doubt, the closest conversion I've 
been fortunate enough to see on the 
hallowed pages of 'PD Zone'. Many 
have tried, but none have been so 
dedicated as the Augenblick Design 
team, who went to such lengths as 
chasing down and buying original 
arcade machines just so they could 
get everything spot on. From the title 
screens to the sound effects, to the 
tunes and the between level 'cut 
scenes'. Classic Pucman really has got 
its act together. 

Of course, while for a saddo like 
myself (who admits to not only hav- 
ing owned the How to win at Pac- 
man book, but to also having learned 
the first ten levels pretty much off- 
by-heart) this is like some old friend 
who's come round for a chat about 
the good old days, 'kids these days 
(mumble mumble, dribble dribble) 
perhaps don't realise what a classic 
this really is and will no doubt be 
wondering how to pull-off special 
moves'. Fortunately, Augenblick 
(which means 'moment', German 
fans) have also included a variation 
In the package called Pucman Plus. 




Do you think these look a bit like 
American Hard Gums? 




No, neither do I. 

Pucman Plus (10 out of 10 for rep- 
etition — Harry.) is basically the same 
as the Classic version, only with some 
weird and wonderful (and another 10 
points for gratuitous use of the 
cliche! — H.) pick-ups that do any- 
thing from turning all of the ghosts 
into Pucmen for a limited time, to 
speeding you up, to awarding extra 
lives etc. This is a nice diversion, and 
worth playing just to find out what 
silly power-ups the writers have 
included. 

Ultimately, Classic Pucman is prob- 
ably going to appeal to the nostalgia 
fans out there more than the gener- 
al punter, just because when you 
look at the games people have 
become used to. the Pacman concept 
is a simple and repetitive one. I'd cer- 
tainly like a copy of this in my collec- 
tion, but then again I'm a sad old 
bugger. What about you? 
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ARTHUR: 
QUEST FOR 
EXCALIBUR 



A few months back I slagged 
off a PD graphic adventure 
(of the static picture/text 
style) saying that if you're going to 
put a game together, at least have 
the decency to think up a decent 
story. Well I don't know rf it s a coin- 
cidence, but someone's put their 
hand well and truly 'up my bottom' 
with what has to be one of the best 
adventures I've seen since the days 
of The Hobbit 

In Arthur: Quest for Bxcalibur. 
you, not surprisingly, play the part 
of Arthur, who is on a, er... well, 
quest for Excalibur. Basically Mer- 
lin has said that before you can draw 



the mystic sword from the stone, 
you must first prove your worthiness 
by completing a set number of tasks. 
This leads to the normal roaming 
through strange villages, fighting 
strange beasts, meeting strange 
people, and lots of other things with 
the prefix 'strange' (like your face, 
perhaps? — Andy.). 

The game has a refreshingly 
decent vocabulary, and to its credit 
it's fairly helpful should you fail to 
be clear enough for it to understand 
at any point (eloquently put. Matt — 
Andy.). The graphics draw them- 
selves very quickly, and the puzzles 
are both logical and involving. 

Another thing worth pointing out, 
is that the adventure is neither linear 
nor obvious. As soon as you move 
away from your starting location 
you're faced with a number of 
routes, all of which can be travelled 



in any order; which means you can 
complete the puzzles in any order 
you wish. 

Anyone who has tried to program 
an adventure game (and even I tried 
to write one with my dad oncel) will 
know that the genius lies in keeping 
things interesting from event to 
event, and Arthur does this 
admirably. There's a good mixture of 
logic, death, talking, and best of all 
magic, to keep things moving along. 
Arthur is extremely user-friendly, and 
should you die. Merlin offers you the 
chance to start again from just 
before your untimely departure. He'll 
also allow you to ask questions 
about specific puzzles encountered, 
which, though not readily available 
enough to be abused, does allow 
you to get that bit further. 

I've got no real negative com- 
ments to make about Arthur, as it 
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The Bonko Magic Beard-o-trim. Hews 
right through scraggy old wizards' 
beards, or your money back. 

accomplishes everything it sets out 
to do. A must for any old adventure 
fans (and if you've got a Spectrum, 
you can have a copy of my Winnie 
The Pooh adventure too!) 
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Aladdin 



Publisher: Virgin 
Issue Reviewed: November 1994 

Amazing animation and gorgeous graphics In 
(his platform conversion from the Disney 
movie. Shorter than some, but longer than 
your average magic carpel ride, Aladdin 
takes the Amiga by the scruff ol the neck 
and bellows 'A Whole New World' In lis lace. 
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Bump 'n' Burn 



Publisher: Grandslam 
Issue Reviewed: June 1994 

It's 3-0 racing time as this Super Mario Karl- 
wtth-knobs on screeches onto your Amiga. 
TT Racing In a cartoon slytey, plus soma bad 
weapons make this game a must lor all those 
who thought thai all Scalexlric ever lacked 
was a nice bit ol mindless violence. 



Elfmania 



Publisher: Renegade 
Issue Reviewed: June 1994 

Kombat comes to the Ell-Kingdom and gets 
its teeth kicked ln*by a girl with polnty-earst 
Elfmania makes other beat-'em-ups on the 
Amiga look pretty crappy and the Introduction 
ol strategy Is truly Inspired. We were 
completely gob-smacked! By some Fairies! 
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Guardian 



Publisher: Acid Software 

Issue Reviewed: November 1994 

What's this, an original CD32 game that's 
gol oodles of payability? Yes, It's true!! 
Guardian is the game that CO owners have 
been waiting (or, and an absolute joy to play. 
You are In space and have to shoot up 
Daddies. It's like Defender In 3D, apparently. 




Alien Breed 2 



Publisher: Team 17 

Issue Reviewed: December 1993 

Team 17 returns to lamillar territory with 
this, the sequel to the game that first 
established the company as one ol Britain's 
leading Amiga developers. It's more ol the 
same but, bigger, busier and blastier. Some 
have complained that It's too easy, though... 
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Cannon Fodder 



Publisher: Virgin 
Issue Reviewed: December 1993 

War, according to those wacky Sensible 
boys, has never been so much fun, and we're 
Inclined to agree. It might look like a simple 
run around and blast everything affair, but 
Ihere's a surprising amount of strategy 
involved rl you're going to make it to the end. 



Publisher: Domark 
Issue Reviewed: February 1994 

From the Frenchmen who brought you Vroom! 
comes this, the official Fl licence. Actually, 
it's Vroom Deux, encore vile, but avec le lab 
two-player mode. Fl buffs might think It un 
peu unrealistlque, mais (or the arcade lover, 
e'est encroyable! Non. vralment! 



Heimdall 2 



Publisher: Team 17 

Issue Reviewed: December 1993 

Haimdall 2 Is the best of its kind. It's got 
action, adventure and puzzle solving with a 
smattering ol humour in all the right places. 
Blood, runes, ores, magic, (but probably with 
a 'k'> and added love interest in the shape of 
the saucy Ursula to keep you on Loki's tall. 




Banshee 



Publisher: Core 
Issue Reviewed: July 1 994 

Banshee is a roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test your trigger 
linger and powers ol concentration in this 
Tora! ToraMastk one or two-player flight ol 
fantasy er... blowing things (o kingdom 
come. It"s great tun, basically. 




The Clue 



Publisher: Black Legend 

Issue Reviewed: September ig94 

Become London's next Mr Big without ever 
leaving your bedroom! Yes. The Clue is the 
proof that crime plays.' From humble tea- 
lealery to bigger blagues wrv' shooters 'n' 
slags, you've got to stay one step ahead ol 
the 'FlHh' and keep out ol the 5crubbs. 
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Publisher: — m . — . Electronic Arts 
Issue Reviewed /I October 1994 

FIFA's here at last and it's bloody great! A 
hit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back Into the 
beautiful game. FIFA Is a totally different way 
ol stringing the old onion-bag. Trevor. 



Ishar 3 



Publisher: Doze 
Issue Reviewed: September 1994 

Ishar's back and this time e'est troit! 
Wohrata* the black dragon Is created Lord ol 
Slth by the Powers ol Chaos lor being bad. 
More silly names and fanciful plot twists from 
our Froggy chums In this sequel lo the 
sequel wrth les knobs enorme, er... sur. 




Body Blows Galacti 



Publisher: Team 17 

Issue Reviewed: December 1993 

Yot another sequel which does for street 
fightin' what Alien Breed did lor bug hurrtin'. 
Body Blows Galactic Is the beat-'em-up 
business' boasting lar smoother animations, 
animated backgrounds and enhanced sound 
effects. Wow! 



Club Football 



Publisher: Imagine 
Issue Reviewed: October 1994 

Become Big Ron and buy some decent 
players under 30. Beam-down to the 
Blackburn dressing room and 'borrow' Mr 
Shearer. Shore up the Spurs defence with a 
very big wall. Yes It's the best management 
slm since On The Ball. Last month. 




II. 
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Fury of the Furries 



Publisher: Mindscape 
Issue Reviewed: January 1994 

A veiatton of voles? Riles ol rabbits? A pique 
ol pine-martins? A seethe ol stoats? A bristle 
of badgers? A miff ol marmosets? No, not 
really, just a great platform/puzzler featuring 
some small furry animals. It's addictive. It's 
run and It'll test your reflexes. 



90% 



James Pond 3 



Publisher: Millennium 
Issue Reviewed: June 1994 

The third Pond platformer is huge. And 
bloody fast. In operation Starfish Pond 
weighs In with a leaner meaner Connory of a 
performance to set against his Dalton in 
Robocod. OK, so there's less colour, but 
Ihere is more character and more gamepiay. 




Bubba 'n' Stix 



Publisher: Core 
Issue Reviewed: January 199-1 

More platlormular near-pertectlon Irom Core 
with this well designed and beautifully 
programmed game. A bit on the brlel side, 
but as original as a young white trash meets 
magic piece of wood, meets bad blobs in a 
tricky -situation -type ol scenario can be. 



Ch. Manager Italia 



Publisher: Intelek 
Issue Reviewed: March 1994 

Footy management spaghetti style, you get 
to control all those clubs with funny names. 
With Its pochetta friendly price and motto 
improved-o running speed, this game brings 
you all the passion of Italian football without 
the glriy on field play-acting! 
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Genesia 



Publisher: Team 17 

Issue Reviewed: December 1 993 

Huge soclely-bulldlng thing, similar to The 
Settlers, but not as easy to get in to straight 
away. Start off with a tiny tribe, and watch 
your clvillsallon grow into something that 
makes the Roman Empire look like a chain ol 
cheap Pizza Restaurants 
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K240 



Publisher: Gremlin 
Issue Reviewed: May 1994 

Populous with asteroids, that's what this Is. 
Begin on your base asteroid, then explore 
space I o find some more. Colonise them. 
Exploit them. Zap every alien In a race for 
galactic domination. Build fleets, trade 
things, mine stuff. Oh, how we loved it. 




I 



G-s different, it's exciting, it's packed with the best in Am.ga 8 ames edu- 
tainment, and it's quite a bit smaller as well! Yes, from th.s »" 
buy new improwed Recommended with our un.que Fewer Pages Formula. 
New Recommended with added FPR Exactly the same only, er, few. 



Kid Chaos 



publisher: Ocean 
Issue Reviewed: August 1 994 

Crazy story, crazy game. The Wd from the 
cretaceous age clubs through platforms ilka 
a hungry T-Rax after a |et-propelled cow. It's 
parallax paradise, and the onty game more 
satisfylngty violent than hitting a bank of 
stinging nettles with a big stick. 



On the Ball 



Publisher: Daze 
Issue Reviewed: September 1 994 

The only thing OTB lacks Is Brian Moore. 
Fresh as a daisy and as deep as a devil's bit 
scabious, here's a tooty management stm lo 
wander through wearing a big shirt, to linger 
In and make a fragrant posy for your 
sweetheart with. 



Second Samurai 



Publisher: Psygnosls 
Issue Reviewed: December 1993 

Hmmm. looks a bit similar to First Samurai 
this, but actually It's a far better game. The 
hero Is slightly less lithe, but still wields a 
mean, ah, samurai, and the tighter level 
design coupled with less oblique puzzles 
make for more entertainment. Banzall 



Theme Park 



Publisher: EA 
Issue Reviewed: October 1 994 

Longleat schmongleat Alton Towers, Alton 
Showers more like! Euro Disney, c'est 
Eurodlsmall How do I know? Because I've 
licked Theme Park tight down to the stick 
end tasted Sim heaven. What's more, I have 
sniffed the bottom line and It smells lovely. 
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Liberation: Cap. 2 



Publisher: Mindscape 
Issue Reviewed: December 1993 

A brilliant, atmospheric RPG with one of the 
sexiest Intros ever! Really shows off the 
capabilities of Commodore's CD32 to the full 
and nearly as nice on the A1200. Basically 
you have to find out what's going on In this 
big city where the robots have gone bonkers. 



Out to Lunch 



Publisher: Mindscape 
Issue Reviewed: July 1 994 

His cupboard Is bare, and so poor Pierre le 
Chef Is on a tour around some exotic 
locations (er, apart from Switzerland) to re- 
stock his larder. Out to Lunch Is a tasty 
platform patisserie with sprites that taka the 
biscuit. And that's no word of a pie! 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December t993 

Your typical god game, but this time with tiny 
wee folk. Cute. A medieval setting for your 
diminutive charges as they build things, do 
things and keep rivals at bay. Try leaving 
Ihem at it all night and see what Ihe little 
blighters have achieved by the morning. 



Universe 



Publisher: Core 
Issue Reviewed: September 1 993 

Universe has more puzzles than a 
gargantuan helping ol enigma pie, and more 
changes of pace than Mr Said Aoulta. It's 
got bags ol hot arcade action loo, so If you 
Ilka all three then you'd best slop reading 
Ihis tosh and go out and buy It, hadn't you? 




Mega Motion 



Publisher: Black Legend 

Issue Reviewed: April 1994 

Simple concept, but braln-laxlng puzzles that 
reminded us a bit of Boulderdash without 
being derivative. Only available as pert of a 
twin-pack with Slatlx, which we rated at a 
1 not-qufle-good-enough-for-Recommended- 

but stlll-pretty-fab' 84%. Stonklng value! 
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Puggsy 



Skidmarks 



Uridium 2 



Publisher: Psygnosls 
Issue Reviewed: March 1 994 

On the surface Puggsy looks Ilka a stow 
platformer with not much going on — which H 
Isn't. Experiment, rl you will, with the Total 
Object Interaction and you'll discover a 
beautifully animated arcade adventure, with 
fan-tasUc graphics and sound. All right? 



Publisher Acid Software 

Issue Reviewed: January 1994 

Superb racer In yer Isometric perspective, 
this game Is only a duffer if you play alone. 
You see, the computer cars are all crap. 
Skidmarks eh? I'm surprised I've managed 
to get this far without making a pants' toke. 
But then I'm feeling a bit browned off... 



Publisher: Renegade 
Issue Reviewed: November 1993 

Souped-up C64 action with 32 colours. 50 
frames per second, multi-way scrolling, 
power ups and a dreadful case of hyperbole. 
For die-hard blasting fans Uridium 2 Is a 
dream come true, for the rest Its a silly mado 
up name and the second arable numeral. 
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Microcosm 



Publisher: Psygnosls 
Issue Reviewed: January 1 994 

OK, so this CD32-only game Is little more 
than a 3-D shoot-'em-up In the Space Harrier 
mould, but It's still about as good as you 
can Imagine. Without drugs. Lacking a little 
variety perhaps, but Microcosm plays well 
enough lo keep your toypad-thumb sore. 



Putty Squad 



Publisher: System 3 

Issue Reviewed: August 1 994 

Putty Squad knocks severBl buckets of poo 
out of Putty. Thrill to 38 levels of squlshy 
blue fun. which Is more squlshy blue fun than 
you can have a-squeexln' things In a 
policeman's trousers. Probably. Long lasting 
platform fun for all the family. 



Simon the Sorcerer 



Publisher: AdventureSoft 
Issue Reviewed: February 1 994 

The Brits at AdventureSoft lake on the 
Yankee might of LucasArts and Siena with 
this humorous graphic adventure — and 
lose. But only Just. The Interface |ust Isn't as 
good. The puzzles are tough, but don't let 
that put you off. 



Wiz 'n' Liz 



Publisher: Psygnosls 
issue Reviewed: November 1993 

Another game that's so much belter with 
two, this okay-lsh cute platlormer is 
transformed when the both of you do It. 
Compete for the collection of coloured 
rabbits In a magical split-screen race against 
the clock. Now a budgety £12.99, by crikey. 




Mortal Kombat 



Publisher: Virgin 
Issue Reviewed: December 1993 

Arguably the most accurate coin-op 
conversion ever. Everything from the original 
arcade version is here: the graphics, the 
gamepiay and the gore. Until Eifmania. this 
was the best of Hs kind on the Amiga, and H 
still takes some beating! (Ha, Ha). 



Ruff 'n' Tumble 



Publisher Renegade 
Issue Reviewed: August 1994 

The best game ever with n' In the title? Ruff 
has lost his marbles, so that means mayhem 
In piatformular mode for the likes of me 'n' 
thee. This game Is like Mlchaelangeto's best 
pencil, because It's right at the sharp end of 
the platform renaissance. 



Stardust 



Zool 2 



Publisher: Bloodhouse 
Issue Reviewed: December 1993 

An unbelievable bargain, Stardust Is the 
ultimate Asteroids clone. The graphics have 
to be seen to be believed. And when you do 
see them, you won't Believe them. Even 
though they are. There. The tunnel 
sequences lor example. Pheweee! 



Publisher: Gremlin 
Issue Reviewed: January 1994 

Another sequel. More of the same, and yet 
more betterer at the same time. Zool's got 
more character, he's better animated and a 
lot less frustrating to control. And Zool's got 
Zooz too. That's his glrrf. Not more than one 
collection of caged wild animals. 
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Capricorn 

23 December — 20 January 
Your chart looks a bit lemony at 
this time of year, and so don't be 
surprised if a new range of cos- 
metics tempts you, particularly as 
your ruling planet. Jupiter, enters 
its dotage on the 14th. Rise of 
The Robots enjoys an extensive 
probing by someone Welsh. 
Romantically you are linked to 
the fortunes of the city of Lyon, 
which makes you fondant and 
yet vulnerable at the same time. 
At work, a colleague pretends to 
be Susan George, but you refuse 
to get involved. On the 17th (a 
Tuesday) a loyal friend accidentally 
discovers the elixir of youth. Lucky 
shoe-polish: Kiwi Light Tan. 

Aquarius 

21 January — 19 February 
A wartime bomb makes an unexpect- 
ed appearance at a family gathering 
just after Epiphany, but you make 
short work of the fuse with your nail 
clippers. Financially, the position of 
the constellation of Orion close to 
your meridian indicates the arrival of 
the bailiffs. A royal blue hydrangea 
that has been annoying you for ages 
will go away at last. Vour preference 
for manilla envelopes places a distant 
relative in jeopardy. Matt pulls off 
the first full review of SWOS. Lucky 
Pig: Huxley. 



Pisces 

20 February — 20 March 
Vou must be careful not to wear pur- 
ple socks until the Breadknife reaches 
its azimuth on the 1 5th. A show of 
affection for a small dog is drastically 
misinterpreted by your partner, but 
your ability to stand the truth on Its 
head sees you through. Vou will be 
unable to park the car at Safeway** 
until a handsome Spaniard sells you 
shares In a Siberian Mink farm. At 
work, paper clips take on extraordi- 
nary significance, as your ruling plan- 
et, Saturn, wobbles rather 
unconvlnclngly. The One paws all 
over The Lion King. Again. Lucky lit- 
tle-known resting place of An English 
monarch: King Harold's tomb at 
Waltham Abbey. 



Aries 

21 March — 20 April 
The low keening noise that has been 
keeping you awake at night turns out 
to be nothing more sinister than 
Nana soaping Miguel, her Costa-Rican 
love bird. An opportunity to acquire 
cut-price stationery will present itself 
on or about the 20th. and those born 
on the cusp should take particular 
care not to over-order. The hangy-off 
mole on your partner's back is diag- 
nosed as a malignant tumour. A close 
friend chooses the wrong moment 
to recite Sir Walter Scott's epic 
Lochlnvar at a Rave, but your 
quick thinking prevents a messy 
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lynching. Andy will be reviewing 

Pinball Illusions. Lucky mammal: Th« 
minky whale. 



Taurus 

21 April — 21 May 
Oh dear. It's decision time for all 
bulls, as your ruling planet. Uranus, 
spins out of orbit and crashes spec- 
tacularly into the sun. The cosmic 
forces which this catastrophe 
unleashes unsettles the delicate bal- 
ance of the earth's crust, and the 
resulting tidal wave plucks a 
treasured pet from your bosom and 
hurls it. yammering pathetically, into 
the night. Mr Blobby. A bus ticket 
which you discarded years ago turns 
out to have been worth a small for- 
tune and your partner, overcome by 
your carelessness, threatens suicide. 
A Take That' ring-binder inspires you 
to learn Yiddish. Lucky Garden 
Implement: The dibber. 



Gemini 

22 May — 21 June 

You two-timing git. Your ruling plan- 
et Mercury, though great in a 
thermometer, is highly poisonous to 
drink. It's a good time to take holy 
orders, as the conjunction of two 
unlikely sentences later in the month 
leads to the offer of a place at a semi- 
nary. At home the cutlery drawer con- 
tinues to stick. A money-making 
scheme, designed to raise the cash to 
send your parents on a much needed 
camping holiday to Anglesey, may or 
may not work. Chaos Engine 2 gets 
WiPed by the UK's second least popu- 
lar Amiga mag. Incredibly, it's a 
favourable time to pick the staples 
out of old exercise books: Lucky 
despot: Dr. Hastings Banda. 



22 June — 23 July 
Your family is unimportant, your 
partner is a Nazi and you are a shal- 
low loser. Luckily, the milkman, 
whom you have secretly fancied for 
ages, turns out to have been pulling 
the coconut fibres from your door- 
mat In order to weave a slightly 
scratchy web of deceit. He agrees to 
lend It to you In return for a go on 
your mountain-bike; and ignoring the 
inevitable skin rash you use it 
successfully to dupe a troop of ovar- 



enthusiastlc sea-scouts into running 
up your yard-arm. An expensive ink- 
rubber will prove disappointingly 
ineffective. Lucky membrane: The 
Tympanum. 



Leo 

24 July 23 August 
Your idiot good-nature is tested when 
a Teddy Bear's Picnic Is disrupted by 
an attack of killer bees. A favourite 
lip-salve comes to the rescue during a 
tense moment in an icy bus shelter. If 
the 29th is your birthday you will tell 
your friends that you have seen Rigel 
quivering 'like a fairy campfire' in the 
heavens. They will consider beating 
the living crap out of you, but decide, 
after heated discussion, that you are, 
quite properly, blind drunk. Later, an 
examination certificate is appallingly 
framed. Your propensity for the 
extravagant use of Post-It-Notes is 
condemned by the UN, but the inter- 
vention of Sir Richard Hannay saves 
the day. Lucky Ob/ect D'Art: Rodin's 
The Thinker. 



Virgo 

24 August — 23 September 
Virgos are renowned tor their ability 
to adapt to any situation, and a freak 
outbreak of cholera puts you in an 
ideal position to show off newly- 
acquired water-purification skills. 
Later on, a low beam causes you to 
duck, not grouse. Your intimate 
knowledge of Piracy in the Caribbean 
during the 17th Century could prove 
advantageous, as just after 
Martinmas, a close relative suffers a 
near-fatal heart attack just before 
appearing on TV's Mastermind. A 
Green Woodpecker, or Yaffle, 
becomes a frequent visitor to your 
bird-table, with amusing 
consequences for the titmice. Be sure 
to keep any card indexes in the cor- 
rect order, as the future happiness of 
an appalling friend may depend on it. 
Lucky Menu: prawn cocktail, steak 
and chips; Black Forest gateaux. 



Libra 

24 September — 23 October 
Your ability to balance contrary opin- 
ions comes in handy when King Fahd 
of Saudi Arabia makes a £10 million 
bid for the brilliant but erratic Villa 
keeper Mark Bosnich. A beautiful 
child offers to foster any 
troublesome household insects, but 
cautious Librans will find it almost 
impossible to contemplate anything 
vaguely entomological until after the 
2nd when the moon will shine down 
on Broadway. Dream Web is ready 
for Matt to review. A long lost biro 
returns and claims, in writing, to 
have invented a sixth vowel. 
Tragically, your partner is morally cor- 
rupted by an advertising campaign 
for instant coffee. Lucky Public 
Eitecution: Bishop Fisher. 

Scorpio 

24 October — 22 November 
There is a nice aspect to Pluto, but as 
a Scorpio you'll hate it. Later this 
month you will be lucky enough to 
destroy a Corby Trouser Press. If you 
work hard until Advent, your facility 
with the cruel put-down may land 
you a top job with one of the newly- 
privatised water companies of 
England and Wales. At home, a gold- 
en opportunity to crimp the edges of 
a blackberry pie is ruined when a 
family member notices a tell-tale 
thread of asbestos trailing from a 
broken thumbnail. On Monday, an 
endangered species will call round 
unexpectedly while you are out 
tobogganing, leaving you a heart- 
rending note, begging for cash. Your 
love of drawing pins lands you a once 
in a lifetime date with pop pin-up 
Michael Stipe. Lucky Architect Sir Roy 
Strong. 



Sagittarius 

23 Not/ember — 22 December 
Romantically it's time for you to 
decide who's really in the saddle, you 
or your pony. A shark-skin portman- 
teau may help you make up your 
mind. Marvin's Marvellous Adventure 
will be in. Us. An argument about the 
length of one of the tributaries of the 
Indus valley leads to an embarrassing 
contretemps at a charity swimming 
gala. Your conviction that organic 
vegetables cost more, but taste bet- 
ter, is challenged by the Scottish FA 
which insists that intensive farming 
will eventually produce a player more 
comfortable on the potato. By the 
end of the month, your cold-sore will 
cover two-thirds of Herefordshire. 
Lucky anabolic steroid: 
Anchrysphetemenol. 
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CRITICAL ZONE PACK - WITH 7 CO TITLES fl4CU>0fcS 




CRITICAL 2 

32-bit SYSTEM 



CANWON FOOOER 





DIGGERS 



7 CD TITLES 

• 32-0/7- POWER 

BUILT-IN DUAL SPEED 
CD-ROM DRIVE 

16.8 MILLION COLOURS 

• ALSO PLAYS AUDIO CDs 

• 11 BUTTON 
CONTROLLER 

' • TITLES AVAILABLE 
FROM £1 9.95 

OPTIONAL SX1 
COMPUTER MODULE 

we mion LIFT 

OPTIONAL FULL SCREEN 
VIDEO CD MODULE 
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MICROCOSM 



OSCAR 
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MORE THAN JUST A GAMES CO NSOLE . 




A COMPREHENSIVE RANGE OF GAMES 

JUST SOME OF THE 100* TITLES AVAILABLE ON CD FOR THE AMIGA CD 





ULTIMATE BQOV SLOWS 
CRITICAL ZONE PACK INCLUOES: 
CD' GAMES CONSOLE r*> £249.99 
CANNON FODDER »» £29.99 

DIGGERS "9.99 
LIBERATION h«p £34.99 

MICROCOSM £44.99 
OSCAR ■» £29.99 

PROJECT X «w £12-99 

ULTIMATE BODY BLOWS rap £29.99 
no^a^rp T0TAL VALUE: £462.92 



£239 



INC VAT - CCD 3450 



PH ' L 'PSCOlo0rMON(fOR 



Sha.pen your ouipui vytih 

" ,IS "'S" Quality U- RGB A 
Co^PtWle. Sio-eoMonrto, 

& £219- 




THE SILICA 

SERVICE 
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VW nivf j proven Trick nnniid ■ pio«Micn«i 
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WHO over 300 BM ■ Wo *ol«l *" (■■■ 
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All ire VlSK Can' "a** 3 * «*" *"" 0 ' 

• TECHNrCAl SUPPORT HELPLINE 
"Iff Mp •no M*C» *'om ■ hum ol upert* 

• A FULL PRODUCT RANGE 
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"It's fast, furious and most 
of all, fun! 

SEGA PRO 




"A refreshing new approach to the genre, 
a great real driving game... we like it!" 

NMS 



■ 



"A unique blend of speed and strategy 
make this a rally game to beat all others. 
Definitely no stick-in-the-mud! 

PC ZONE 
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